BIOSHOCK 2: FIRST *REAL* GAMEPLAY AND STORY DETAILS HERE! 
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A THE ULTIMATE PLASMID COMBO! 
44 FIRST IMPRESSIONS: ONLINE PLAY! 

у “BIG DADDY'S BIaGES ams De 


j: ë % 
5 ат 2 ë "У " 
LN s k 
5 х) р | 
Ра i 
f || 
| i 
| | | 
Је | 
ime A Issue 250 / JULY 09 
KU. je 
Bj 


датергогсот- . 7 Z Pro Media Publication 


- 


Strong Language 
Violence 


— = 
©2009 THO Ino, Developed by Valiti 
Start button, Xbox, Xbox 360, re. 
PlayStation® and the "PS" Family istered trademarks and “P: 
trademarks, logos, and сору! of their respective owners. 
E e 
E 


== 
œ 
c 
== 
со 
— 
со 
== 
ымы 
= 
юы 
— 


= Games for Windows 
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WOULD YOU RATHER HAVE A CLAIM 


© 2009, Ashland Inc. See valvoline.com or where products are sold for detailed benefits and limitations. 


ОВ Я GUARANTEE? 


ONLY VALVOLINE GUARANTEES YOUR 
ENGINE FOR UP TÜ 300,000 MILES. 


It’s simple: Register your car at valvoline.com before 75,000 
miles and we'll guarantee your engine for up to 300,000 miles. 


GET GUARANTEED AT VALVOLINE.COM 
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5? BioShock 2: 
Big Daddy & Me 


It's а sequel! It’s a prequel! 
It's an online shooter! GamePro 
dissects the smartest, scariest 
game of 2009 and learns the se- 
Р crets of the deep. Exclusive: 2K 
Marin unveils first images of the 
new Big Daddy only to GamePro. 
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Clone Wars: Republic Heroes 68 The 20 Most Innovative Games: 
First Info 1989 to 2009 

Play as a team of Jedis or Clone Troopers in this GamePro's 20 year anniversary rages on with the 
co-op action epic for the Xbox 360, PS3, and Wii. most innovative games of the last 20 years. 


First screens and details! 
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аа Would You Kindly 
Follow Me on Twitter? 


) The 12 Best "уг GamePro Labs 


) Se Welcome back to another exclusive-stuffed is- 
ДР, 1 Ld sue of GamePro! This month, | got to geek out 
) Free Games = m Spotlight: iArena with BioShock 2, a game I'd Eis А» апу- 
Short on cash? Save your pennies Pseudo Playgrounds presents the thing to have in my hot little hands right now. 
with GamePro's definitive list! , first GamePro Labs title! iArena is GamePro's got the exclusive first images of the 

a fun hack-and-slash game with an new Big Daddy prototype (aka you), a ripping 

intriguing art style. five-page profile of the promising new online 


£ 


multiplayer mode, and insights and impressions 
you won't find anywhere else. This is a BioShock 


) ^\ The 6 Most Evil- (~ Summer Gifts 


Р ] 2 cover story crafted with tender loving саге by 
looking Heroes = ' for Gamers one of the biggest ‘Shock fans out there—me! 

Tired of goody two-shoes protago- HDTVs, personal media players, and On a more personal note, it was my plea- 

# 2 A nists? Then melt faces with these more ways to beat the heat with this sure to recently chat with the team at 2K Bos- 

" villainous heroes! summer gift guide. ton. | spoke at length with Ken Levine, otherwise 


known as the mastermind behind the original 
BioShock, Thief: The Dark Project, and my all- 
time favorite game System Shock 2. My talks 
with Ken proved that he's one of the smartest 
(and nicest) guys in video game design. | can't 
wait to see what he's working on next. You can 
watch my conversation with Ken Levine on 
gamepro.com/20yrs. Protip: you can also catch 
my interviews with Todd Howard (Fallout 3), 
Ed Boon (Mortal Kombat), and other high-pro- 
file game developers, too. If you're an aspiring 
game developer, consider these interviews to be 
mandatory viewing. 

The "big news" l've been hinting at in re- 
cent months has been bumped back a little bit 
to the September issue. It's all good, though— 
it'll be worth the wait. I’m particularly excited to 
beintroducing a new Op-Ed section to GamePro. 
Want to contribute a column? Hit me up at 
sid shumanGgamepro.com, name the topic 
you want to write about, and maybe, just maybe 
we'll work something out. Deal? 

Oh, and if you haven't had your fill of ЕЗ 
wrap-up coverage and game impressions, def- 
initely check out gamepro.com/E3 to get a full 
roundup of our coverage on the show floor. 
Check out my Twitter account, too, to get my un- 
filtered (and often unprofessional) thoughts at 
twitter.com/sidshuman. It's a hoot! 

Sid Shuman 

Senior Editor, GamePro 

Sid shumanGgamepro.com 
83 Twitter.com/sidshuman 
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Batman: Arkham Asylum (PS3, Xbox 360) ........ 36 Battlestations Pacific (Xbox 360)... 
Dead Rising (PS3, Xbox 360).. Bionic Commando (Xbox 360). 
inFamous (PS3) Boom Blox Party (Wii)... 

Lost Planet 2 (Xbox 360, PC. Knights in the Nightmare (DS) .. 
MAG (Р53).... Indiana Jones and the Staff of Kings (Wii) ........ 80 
Prototype (PS3, Xbox 360). Plants vs. Zombies (PC).... 
Saboteur (PS3, Xbox 360) Rock Band Unplugged (PSP). 
SAW: The Video Game (PS3, Xbox 360). The Sims 3 (PC). 
Split/Second (PS3, Xbox 360)... UFC 2009 Undisputed (PS3, Xbox 360) 
Spyborgs (Wii) X-Men Origins: Wolverine (PS3, Xbox 360)....... 
Terminator Salvation (PS3, Xbox 360) 


ж ж Knock-Out Review ж ж 


= \ Little Mac's been waiting for 
another shot at the W.V.B.A. 
title. Can you take him all the 
way to the top? 


Your favorite boxers updated in 
cel-shaded 3D graphics 

Multiple ways to play including motion 
punches, classic NES-style controls, and 
optional Wii Balance Board support 
New Exhibition, Career, Title Defense, 
and Head-to-Head multiplayer modes 
will keep players coming back for more 


EVERYONE 10+ 


Cartoon Violence 


ЕТЕ ee 
Comic Mischief тА 
Ë Visit www.gamepro.com/punchout 
= === xm for details and official rules. 


Cartoon Violence 


Comic Mischief 9 
LIIDOLBY о ооз Nintendo, Punch-Out!! and Wit are trademarks of Nintendo. Dolby, || 


PRO LOGIC II Pro Logic and the double-D symbol are trademarks of Dolby Laboratories. 
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ФИ pss (ӨЛ YOUR SCREEN SHOT GATEWAY TO GAMING. 
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Follow the path to the Dark Side and your electricity burns red with explosive 
power. Nail headshots to cascade the voltage to other enemies. 
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*X G-FORCE 
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Rock musician Jack Black arrives in a mysterious dimension of heavy metal. 
Armed with a broad axe and electric guitar, he must destroy the tyrannical lords 


of hair metal and return heavy metal to its rightful place on the throne of rock. 
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When an attack icon pops up above an enemy's head, quickly counter 
attack to intercept his kick or punch and keep your combo flowing. 
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The new physics gameplay engine will blow your mind with true no-clipping 
inside fighting, glancing blows, and the ability to punch through guards. 


WPARABELLUM 


(RED FACTION: GUERRILLA 753, Хвох 360, P( 1G.I. JOE: THE RISE OF COBRA» 


Ineludes an Exclusive Sneak Peek at 
PINAL FANTASY XU! Video Game 
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OPENING SHOTS 


LET'S TAP wii 


The look and co-op style of Spyborgs is that of a Saturday morning cartoon, 
with interactive mini-game commercials as loading screens between levels. 


"A SPYBORGS Wii 


М THE SECRET WORLD x 


GAMEP 


YOU WILL HOT RESCUE THE PRINCESS 
OR BATTLE BRAVE Кпіснтѕ 
GON... 


YOU'VE GOT PEOPLE TO DO 
STUFF LiKE THAT FOR YOU. 


CROWN) ALLOWS YOU TO commanp | 
THE SUBjECIS OF YOUR KINGDOM 
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amazon.com 
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= GAMES: 
WWW.EBGAMES.CA 
Game _ deo 


power to the phaueru 


Pre-order now to secure yours. 
Only while quantities last. 


Wii. 
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Marvelous Entertainment USA, Inc. 


© 2009 Marvelous Entertainment Inc. Ай Rights Reserved. 
w Licensed to and published by XSEED Games. Wii and the Wii logo 

" A 3 are trademarks of Nintendo. © 2006 Nintendo. The ratings icon is 
www.littlekingsstory.com а registered trademark of the Entertainment Software Association 
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In BioShock 2, the Incinerate Plasmid can be combined with the Cyclone Plasmid to create 
a fiery tornado of cinders. Level three Incinerate upgrades to a full-on flame thrower. 


М BIOSHOCK 2 
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In Shanghai, China, Rios and Salem are out of their element and in a world of 
complete chaos and destruction. Can the duo survive this crumbling city? 
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Euer tried bodusurfing 
‚ a tropical tidal waver 


Nrigley Jr. Company. 
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Euer tried 7 GUM? 


Stimulate Your Senses 


©2008 Wm. Wrigley Jr. Company. 5, Lush and Stimulate Your Senses 


NEW AND UPDATED 
SECOND EDITION 


NOW AVAILABLE! 


Superguide 


e Quickly master the basics of using your 
iPhone or iPod touch 


e Save time with clever shortcuts and a 
myriad of hidden tricks 


* Learn the best ways to sync your data and 
media including all types of video files 


* Troubleshoot your iPhone without a Genius 


• Find the coolest accessories and third- 
party apps to protect and enhance your 
iPhone 


Get the most out of your devices with 
this 154 page book. 


Staying true to our goal to offer you the most 
comprehensive coverage of the most innovative 
and exciting new products, we offer Macworld's 
iPhone Superguide - Second Edition. This book 
is produced by the Macworld staff and is packed 
| with practical how-to's, in-depth features, tips 

| and tricks, and more. 


DOWNLOAD INSTANTLY FOR ONLY $12.95 
ORDER HANDY 154-PAGE BOOK FOR ONLY $19.95 
ORDER CD-ROM AND ALWAYS HAVE A BACK-UP FOR ONLY $12.95 


www.macworld.com/superguide/iphone 


Macworld Superguides are available in 3 convenient formats: 1) Downloadable PDFs: Get 
immediate access. 2) Printed Book: Order a handy, full-color printed book on high-quality 
paper. 3) PDF on CD-ROM: Don't want to download the PDF, get it on CD-ROM. 
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KILL THEM WITH 
CUTENESS! 


Mini Ninjas masters the art of adorable. 


IO Interactive's resume over the last decade consists of an encyclopedia of video game 
violence. From the stealth assassinations of the Hitman series to the bloody buddy action 
in Kane and Lynch: Dead Men, the company has served as a fountain of gore for publisher 
Eidos Interactive. But like a repressed pacifist who finally explodes in a violent rage, IO is 
unleashing its cutest projectto date with Mini Ninjas, a game that could be the most charm- 
ing title to hit consoles this year. 

Mini Ninjas won't be rewriting the book on gameplay mechanics or combat, but what 
IO has created is an extremely solid gameplay system that has little in the way of faults. 
When you couple that with one of the most stylish design we've seen this year, you've got 
a game that will be hard to ignore when it strikes later this year on the PS3, Xbox 360, Wii, 
and DS.—Dave Rudden 


INSIDE SPAWN POINT 


Twelve Free Games You Must Play . . 
7 Six Game Protagonists Who Look Like Game Villains . . . 
GamePro Labs Spotlight . . . 

BioShockers: Fun With Genetics . . 


„Раде 18 
Page 20 
Page 22 
Page 24 
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12 FREE GAMES 


Why blow your entire paycheck on games when you can 
play these great games for free? 


With next-generation video games costing as much as 60 dollars a pop, 
paying for the latest games on store shelves can get expensive. But you 
don't have to go broke just because you want to play the best games out 
there. Here are 12 of the best free games you can have fun with today. 
Want more freeness? Check out our Summer Game Guide, with 114 more 


free games, on store shelves now. 


12. Space Deadbeef 


iPhone 

Don't judge this stunning shoot-em- 
up by its ugly name, because you'll 
miss out on one of the most addict- 
ing free iPhone games out there. 
One of the coolest aspects of Dead- 
beef is its use of the iPhone's touch 
mechanic: as dozens of enemy ships 
flood the screen, you can simply 
slide your finger over all of them to 
lock on and unleash a hail of mis- 
siles, obliterating everything on the 
screen in a fiery explosion. These 
are by far some of the best graphics 


Brain Tuner Lite 


3x10230 


6x10=60 
8x4=32 
5+8=15 


9-10=4 


Cn 


9. Marathon Trilogy 


PC 

Before the company gained worldwide fame 
for the epic Halo series, Bungie created an- 
other classic sci-fi first person trilogy that may 
not have pulled in as many fans, but still bears 
the company's high development quality. The 
Marathon Trilogy, originally only available on 
Apple's Macintosh computers, is now down- 
loadable on PCs too. The best part? You can 
experience all three amazing chapters of this 
groundbreaking series for free! 


seen on an iPhone game. 


8. PapiJump 


iPhone 

Whether it's Mr. Papi's infectious smile or the 
game's irresistibly fun blend of balancing and 
platforming, PapiJump is sure to put you in a 
good mood every time you play it on your iP- 
hone. You play one-handed as you tilt your iP- 
honeto send Mr. Papi from platform to platform, 
earning points as you climb as high as possible. 
Die hard PapiJump players can even spring for 
the expansion pack for $0.99, which includes 
several all-new challenging game modes. 
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EU 11. Brain Tun 
X 


iPhone 

Brain Tuner is not so much a game as it is 
a mental processing-speed test. The goal 
is to burn through a series of elementary 
school math equations as fast as you can, 
deciding if each is correct or incorrect. 
Even though the game does involve math, 
it'll surprise even the biggest math hater by 
how fun it is to play. Brain Tuner also does a 
nice job in encouraging the player to want 
to constantly improve their highest score. 


iPhone 

Touch4, an entirely free-to-play iPhone 
game, is a Connect Four-esque head-to- 
head puzzle game where the objective is to 
align four of your discs in a row before your 
opponent does. Touch4's best feature is its 
ability to be played over a network, which 
works seamlessly. And if you don't want to 
play the game online you can also enjoy its 
local two-player game with a buddy. 


7. FE.A.R. Combat 


PC 

Out of all of the people who buy a first person 
shooter, we suspect at least half could care less 
about the single-player component, instead pre- 
ferring to jump online and stay there for the du- 
ration of their time with the title. If you're one of 
those kind of gamers, you should probably head 
online and download FEAR: Combat, the intense 
and addictive multiplayer component to one of 
the decade's best FPS games. 


90.790 


iPhone 

JellyCar is another free game that puts you behind 
the wheel of gelatinous sedan and challenges 
you to overcome various obstacles. Although its 
graphics look like they came from a kid's sketch- 
book, JellyCar's one of a kind physics will have 
you returning to the same levels over and over, 
trying to beat your previous time. It a simple plea- 
sure, but there's no denying that JellyCar for the 
iPhone belongs on any list of great free games. 


iPhone 

Developer ngmoco is on a roll with the sales of 
their newest title, Rolando, but it was Topple that 
set the tone for their quirky and utterly fantastic iP- 
hone games. Topple plays out like a deranged ver- 
sion of Tetris where the shapes all have strange 
personalities of their own, and the accelerometer 
makes for some pretty precarious towers that are 
always on the verge of toppling. Be sure to get the 
free version of Topple, which is almost as fun as the 
premium version. 


4. Grand Theft Auto / GTA2 


PC 

Countless Grand Theft Auto fans got their first taste of 
GTA's trademark lawbreaking gameplay when it made 
the jump to 3D with Grand Theft Auto ||. But the sec- 
ond game in the series, Grand Theft Auto 2, which is 
now completely free to download, is worth playing 
even today. Featuring a top-down view, GTA2 features 
all of the same kinds of missions and carnage, only 
with much simpler visuals. You can also get the origi- 
nal GTA free of charge now, which includes all three 
cities that later became stand-alone PS2 and Xbox 
games: Liberty City, San Andreas, and Vice City. 


PP слане Bran 07 
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2. Aegis Wing 


Xbox 360 

With four-player support, this free Xbox 360 
“bullet hell" shooter is enough of a challenge 
that'll keep you coming back. Attaching your 
ships together was also pretty cool, giving us 
that Power Ranger vibe as your teammates ro- 
tated gunfire to protect your fragile ship. It's 
short fun, but it's worth the free download 
time without a doubt. 


— 


Sharyn: nice hand Gregory! 


5. Live Poker 


iPhone 

Live Poker allows you to log in with your Facebook ac- 
count, so you don't have to create a new one to play 
Texas Hold-Em with your friends online. A solid inter- 
face and a few tricks, like the ability to buy drinks for 
your pals, sweeten the pot to make Live Poker a great 
free game you should play for the iPhone. As far as iP- 
hone card games are concerned, it doesn't get much 
better than Live Poker. 


A 
ZI 


cadis dico 


1. Perfect World 


PC 

If уоште looking for a gripping free-to-play 
MMORPG that doesn't present a bland experience 
just because it doesn't have a subscription fee, 
look no further than Perfect World. Rooted in Chi- 
nese Mythology, Perfect World is one of the most 
immersive free MMOs out there, providing the 
player with a robust world populated with great 
character customization options and a tremendous 
amount of incentives to keep playing the game. 
Perfect World may not have the name recognition 
of World of Warcraft, but it's definitely a must-play 
for MMO enthusiasts. 


de 
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Game Prataganists 


WHO LOOK LIKE 


БЕД Toraue, THE SUFFERING 


It seems like it would be pretty crummy to be 
wrongly convicted of murdering your entire fam- 
ily, but what might make that pill a little easier to 
swallow is if you possessed the ability to transform 
into some sort of super-monster, capable of wanton 
violence and destruction toward evil-doers. Fortu- 
nately for Torque, he does. 


Raze, SOUL REAVER 


If you picture one of those strange drummers 
from Blue Man group, combine him with a skeletal 
Calista Flockhart (Indiana Jones's girlfriend), and 
then throw some tattered rags around his emaci- 
ated shoulders, you'll basically have Raziel. Also, 
Kingdom of the Crystal Skull sucked. 


El RICK, SPLATTERHOUSE 

How many times have you watched Friday the 13th 
and thought that Jason Voorhees could be a lot scar- 
ier if he kept in better shape? Rick from Splatter- 
house answers that question by not only becoming 
the Schwarzenegger of hockey-mask-wearing serial 
killers, but also by removing his shirt, reminding the 
opposing monsters of his formidable build. 


20 


Ly 2009 // 


Video game protagonists aren't always 
smiley-faced elves in white tights and 
jovial plumbers. In fact, sometimes 
game heroes look even more men- 
acing than their own arch enemies. 
Read on as we explore the most sinis- 
ter-looking main characters in games. 
—Aaron Koehn 


[Ж СЕМЯ BLOODRAYNE 


| wouldn’t be surprised to walk into my local S&M club 
and find one of the dominatrixes-for-hire dressed ex- 
actly like Rayne. This half vampire, half human hates 
evil. In fact she hates it so much that if someone even 
so much as looks up Nazism on Wikipedia, she disem- 
bowels and/or removes his limbs and head. 


Я Kratos, Сор oF WAR 
If a powdered donut transformed itself into a man, 
and then lifted weights for about 5 years, followed by 
the growing of a virile goatee, he would start to re- 
semble Kratos. Once a promising general in Sparta's 
army, this pale soldier learned the hard way what war 
was good for: Absolutely nothing! Say it again y'all. 


Я левсно Cross, DARKWATCH 


Darkwatch begins with Jericho Cross breaking the 
first rule of train robbery: don't attempt heists on 
trains that are housing a vampire lord. Otherwise dur- 
ing the pandemonium of the caper, said vampire lord 
may be unleashed upon the world. And who do you 
think the world is gonna make recapture Nosferatu? 


GAMEPRO.COM 


...Aliens vs. Predator...Alie...* The GamePro 

litor torm er! You can eaves- 
drop on the madness by following each every 
editor (unless you're pregnant or have heart 
problems, in which case l'd advise skipping 
Patrick Shaw's feed). Start by following me at 
twitter.com/sidshuman, and you'll Р able to 
track E the rest of the GPers... 
? What was first seen as EE зау- 
ior of 6 video game industry is now іпсгеаѕ- 
ingly being seen as a novelty with little room 
to grow. And with the muted sales of quality 
third-party exclusive games like MadWorld 
and a lack of killer apps on the near horizon, 
Nintendo's mainstream console is undergoing 
a sort of delayed identity crisis. What's keep- 
ing you excited about the Wii? Email me your 
thoughts at sid_shuman@gamepro.com.. 


trouble on anothe 


r front, 


һо! ting odes. Apple's touch- 
screen devices have better graphics, better 
hardware features, and a wider selection of 
games (tower defense title Geo Defense is well 
worth checking out, by the way) than Ninten- 
do's dominant DS. Compared to the iPhone, 
even Nintendo's newly enhanced DSi comes 
up awfully short in hardware features. Will Ap- 
ple end up ruling the handheld market with an 
iron fist? Stranger things have МЕНЕ 


out the site at gamepro. СОТО and join а 
small but growing group of developers work- 
ing on games Torthe iPhone, XNA, and more.. 

s an 1 ? Al- 
аа I haven't even finished Fallout 3 yet 
(I've just passed "Tranquility Lane," and it was 
epic), but this can only bode well for Bethesda 
Softworks' slow-but-steady ascension in the 
North American RPG pecking order. Speak- 
ing of which, BioWare needs to hurry up and 
release Mass Effect 2 already... 


ле comir 


g. Heavy Rain’ s visuals are truly blurring the 
line between filmmaking and gaming, and the 
early results are inspiring. Keep your eye on 
this one... * Worst trend of a 
other glut of late fal nes. With bruisers like 
BioShock 2, Modern Warfare 2, Halo 3: ODST, 
Uncharted 2 and more all releasing in the same 
timeframe, I’m concerned that publishers are 
forgetting the crucial lesson learned from 
2008—don't release all the games at oncel 
ust est EA a 


Pwned this month: 
Twitter 
Heavy Rain 


e-mail Sid: 
sid_shuman@gamepro.com 
twitter.com/sidshuman 


ге trademarks of Energizer. 


iARENA BY PSEUDO PLAYGROUNDS 


GamePro Labs is giving up and coming developers 
the tools they need to publish unique and interest- 
ing new games. The first GamePro Labs title that's 
receiving the spotlight is iArena, an action game 
with a very unique look. Here's more about the de- 
velopers and their intriguing new iPhone title. 


GamePro: How did you guys get into game 
programming? 

Ryan Herda (Creative Director): | have been a 
gamer since | was a little kid and that really helped 
me get on the path to become a developer. 

Daniel Crowson (Gameplay Programmer): Making 
video games is definitely not what | thought! would 
be doing, although looking back it seems like it al- 
ways should have been a logical thought. | never 
really knew what | wanted to do as a career, | had 
looked into other ways to make money by playing 
games (like being a game tester, or journalist) but 
none of them seemed like the right fit for me. 


Adam Bergstrom (Art Director): Game program- 
ming sounded a lot more fun than biomechanics. 
Dakota Nicol (Programming Director): | started pro- 
gramming at the age of 13 so | have always planned 
on having this be my job. But it wasn’t until after 
high school that | decided to actually program for 
games rather than just program applications. 


GP: Tell us about your iPhone game. 

RH: iArena is a hack-n-slash arena brawler pitting 
you against waves of enemies with bosses at the 
end of each wave. This game is full of action and 
randomness, We want the player to have a good 
time with the game and at the same time have no 
idea what is going to happen next. As you're run- 
ning, jumping, and fighting off endless hordes of 
some of the most creative enemies to date, while 
listening to the best game soundtrack in a long 
time, you can expect to have a blast with iArena. 


but all of them share some a unifying style. 


GP: What's so special about iArena? 

RH: From the music to the hand-drawn art style, 
many elements of iArena are pretty unique. We 
really tried to make each individual art asset, 
whether it's a level or character, have its own look 
and style. In general, the art direction we have cho- 
sen is very different than most games we've seen. 
Where else can you battle a giant chicken head? 


GP: What inspired the look of iArena? 
RH: The inspiration for the look of this game came 
from team discussions and some outside influences. 
Adam is a big fan of the animation work done by 
Don Hertzfeldt. We watched and analyzed some of 
Hertzfeldt's stuff and that really helped point us in a 
direction that we wanted to go with iArena. 

With the design style, we really wanted to make 
a game that was simple to 
make and had a raw feel. 
Adam and | did all the art for 
the game and when we 
sat down to talk about 
it we knew we wanted 
as much hand-drawn art 
as possible. In the end we de- 
cided each level would have its 
own theme and look to it. Whatthis 
came down to was each level being 
drawn on a different piece of paper, and 
based on one art medium. So each level 
has a unique look to compared to the others, 


Nathan Drake 


Indiana Jones 


(Uncharted 2: Among Thieves) 


Outfit: A dingy long-sleeve T-shirt and jeans. 

Weaponry: Quick wit and a plethora of guns. 

Allies: Spunky reporters and equally witty treasure hunters. 
Dislikes: Competitors and getting bloody. 
Greatest Finds: The lost treasure of El Dorado. 


(Indiana Jones and the Staff of Kings) 
By day, a suit and tie. When adventuring, a brown leather jacket and fedora. 
Quick wit and a whip, though sometimes he'll brandish a pistol. 

Spunky bar owners, nightclub singers, an educated father, and an annoying son. 
Nazis and snakes. He hates snakes. 

The holy grail, alien life forms, and the Ark of the Covenant, 


OUTCOME: 
A bizarre time rift caused by the Bermuda Triangle causes Indiana Jones, 
in the search for the Staff of Moses in 1939 to come across Nathan Drake, 


launcher. Indy uses this momentary 
lack of focus to quick-draw his pistol, 
shooting Drake square in the chest. 


DECISION: Indiana Jones > > > 


searching for Marco Polo's Cintamani Stone. After trading a few quips 
about how foolish the other looks, Drake dodges a combo of Indy's whip 
strikes. Winded and on his knees, Drake laughs as he slowly loads a grenade 
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. GHOSTBUSTERS 


— THE VIDEO GAME —— 


JOIN THE ORIGINAL CAST AS THE BUST GHOSTS WITH AN ARSENAL ELIMINATE PARANORMAL THREATS 


NEW RECRUIT, AN EXPERIMENTAL OF NEW WEAPONS AND GADGETS! IN THE CO-OP CAMPAIGN MODE! 
EQUIPMENT TECHNICIAN! 


www.ghostbustersgame.com 
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Wii and Nintendo 0S 


We might be many years away from manipulating the building 


blocks of life to give elves advantages that'd send Mother 
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SS 


HOCKERS: 
ү 


PLASMID: 


TENTACLE TERROR 
Why settle for two hu- 
man arms when you 
could thrash about an 
octet of slimy suction- 
cuppedtentacles yanked 
straight from the squid 
genome? If anyone asks, 
you can always claim 
to be the product of an 
unholy union between 
Cthulu and Shiva. 


TONIC: 


PATIENT ZERO 

Any wailing splicer ding- 
bat who comes near 
yourinfectious flesh has 
a chance of contracting 
a particularly debilitat- 
ing airborne strain of 
Montezuma's Revenge, 
which itcan then spread 
to other hostiles in the 
neighborhood. 


Nature into hysterics, bt 
y 


PLASMID: HAND CANNONS 

We wouldn't want to mess with your pre- 
cious opposable thumbs, but the remain- 
ing digits of each hand become gun barrels 
that fire spontaneously generated hollow- 
tipped and serrated 9mm bullets made of 
bone. Eat your heart out, Cronenberg. 


TONIC: GASEOUS CLOUD 
Human sweat isn’t exactly appealing at 
the best of times, but the pungent stink 
you emit after even minor melee exertion 
hangs in the air like Mexico City smog, 
and afflicts any goon within the area of 
effect with blurred vision and nausea. 


rite offbe 


TH аАПНО engineered future.— Cameron Lewis 


j hinking about the highly anticipated 
ə| to BioShock gets our creative mad scientist juices flowing; 
suggestions for the genetically 


PLASMID: FURBALL FURY 

Your genetically modified abdominal 
cavity becomes home to litters of ador- 
able but ravenous flesh-eating kittens 
which emerge to carve up enemies 
through a new "pet door" orifice that 
supplants your useless belly button. 
Don't ask where the litter box goes. 


TONIC: GREASED MONKEY 
After imbibing this fattening brew, you can 
command your clammy hands to excrete 
great quantities of rich, creamery butter. 
Slather up world surfaces to make your 
opponents slip and slide. Plus, making 
cookies and corn-on-the-cob is a breeze. 


Geek Speak 2-0 


Bullshot: An image of a video game that has been Wipe: The death of every character in a party dur- 
ing a cooperative match or MMO excursion. Often 
results in the group starting a level or objective 


from scratch, or giving up and disbanding. 


DoT: An acronym that means "damage over time." 
While most attacks dole out immediate injuries, 
some have secondary effects (e.g., poison) that 
harm the enemy every few seconds afterward. 


retouched, smoothed, filtered, or otherwise al- 
tered to improve on the raw imagery that's dis- 
played on the screen during actual gameplay. 
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Dive into the award-winning shooter to unravel the conspiracy as уои 
fight against unforeseen enemy forces: Battle through an 
electrifying single-player campaign. or prove your skill in intense 
online multiplayer modes for up-to-l28 players. 


In the world of The Conduit. the truth may not be what it seems--- 
GOS TO TO CRACK THE CODE 
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Violence 


SPAWN PoINT 


ummer Vacatio,, 


We've got the hot toys, gear and gadgets to 
make your summer truly special this year! 


than just have a ho-hum break, make the most of your summer months by adding the following gadgets to 


I cocus те and that can mean only one thing: sitting around and relaxing in the sun. But rather 
your collection. They're guaranteed to make your vacation time as sweet as a glass of grandma's lemonade. 


Now that the summer is here, we GamePros are busy planning our annual staff summer road 
trip. We're thinking about going to the beach or maybe camping in the woods. But regardless 
of where we end up, you can bet we'll be taking our iRiver P7s with us. This slick media player 
is like the Swiss Army Knife of digital devices: just look at the following list of file formats and 
codecs this thing supports: MPEG, DivX, RM, RMVB, H.264, MP3, WMA, OGG, ASF, FLAC, APE, 

| and WAV. Oh yeah, it also displays photos, has a built-in FM tuner and can record voice and FM 
audio. Topping off this delicious sundae like jar full of cherries are the gorgeous 4.3" LCD touch- 
screen and a mini-SD slot; the device also sports 16GB of internal storage (there's also an 8GB 
model). Without a doubt, the P7 will keep us entertained whether we're on the road, in a plane 
or lounging in our hotel rooms. We wouldn't dream of going anywhere without it. 

iriver.com 

$179.99 (8GB); $209.99 (16GB) 


On his new CD, King Baby, stand-up come- 
dian Jim Gaffigan calls hammocks a “net 
for catching lazy people.” That’s why we 
suggest you get one this summer—after 
all, the summer months are all about be- 
ing lazy. If you've never lounged in a ham- 
mock, you should be ashamed of yourself. 
Seriously, there is no better way to relax 
than to climb into a hammock; you'll Бе | 
asleep before you can say “OMG, this is 
so comfortable!” You can get hammocks 
from a variety of sources but do some 
ШУО: | browsing on the Brookstone website to 
checkout several different models. Then 
you can watch your troubles melt away 
like ice cream on a hot day. 

brookstone.com 

Price varies Á 


Hero_Divx_06.avi 
СН 00:32:57 / 011003 


АК V Ё NFLATABLE FOOL IOYS 

Pop quiz, hotshot: what are the two best words to ut- 
ter during the summer months? The answer: 'pool 
party!’ Nothing, and we mean nothing, makes а 
pool party better than inflatable pool toys. Oh wait, 
let us amend that last statement: nothing makes a 
pool party better than inflatable pool toys...shaped 
like vehicles and characters from Star Wars. These 
also pool toys from Jakks Pacific feature a an X-Wing 
with water cannon, a Millenium Falcon floatie, a ball 
shaped like the Death Star and an R2-D2 floater with 
built in cup-holders. Now, all we need are some Yoda 
waterwings and we're all set! 

jakkspacific.com 


Whenever we travel, we take a crapload of electronics with us. DSis, PSPs, cell 
phones, laptops, MP3 players—we're like a walking Best Buy. The danger of hav- 
ing all of these devices is that, inevitably, one of them will lose power at a critical 
moment. Our DSi will suddenly die when we're stuck at the airport on a layover; 
our cell phone will power off when we're nowhere near a free outlet. It's frustrat- 


— ED аӊ» 


ing, it's bothersome and the kicker is that 

it's easily avoidable. All you have to do is 

stick a Power Port in your bag. These por- 

table battery packs hold a ton of juice and 

can revive your dead iPhone or PSP when 

you're on the go—just plug in the appropri- 

ate adapter, plug the power-hungry device A 
into Power Port and you're set. Just make ЈЕ 
sure to charge the Power Port itself ог fail- 

ure will be the only result. 

lenmar.com 


Price Varies 


Okay, we know we've preached the importance 
of going outside and enjoying the sun this sum- 
mer but let's be honest: a lot of you are just go- 
ing to stay inside and sit around on the couch. 
Hey, there's nothing wrong with that—we have a 
ton of video games, movies, and Netflix on our 
backlog too. Now, we have a huge HDTV in the 
living room but our bedroom TV is looking a little 
worse for wear, which is why we got our hands оп 
this sweet 32-inch LCD HDTV from Samsung re- 
cently. Not only will it handle a 1080p picture (crit- 
ical for Blu-ray movies and video gaming), it also 
offers Samsung's patented Auto Motion Plustech 
which, along with the 4ms response time, helps 
eliminate motion blur and ghosting. Throw in a 
boatload of inputs and the classy Touch of Color 
design flourish and you can start to see why we'll 
be spending some quality time with this TV dur- 
ing the long summer months. 

samsung.com 


A quality ice cooler is standard equipment for any 
summer vacationer and no one makes better ice cool- 
ers than the Igloo company. We recommended their 
Icy Tunes in another gift guide (ice cooler plus built-in 
speakers is a total win) but we also suggest you add 
a Cold Fusion 40 MaxCold Roller to your arsenal. The 
MaxCold line represents the pinnacle of Igloo's “Кеер- 
ing things cold" technology—the website claims it'll 
hold ice for up to 5 days in 90-degree heat. Even if 
it fails to fully live up to that claim, the MaxCold will 
still keep things cool for a long time, so if you have a 
long road trip planned, fill one up with cold drinks and 
food and take it with you. If nothing else, the Max Cold 
will make the epic drive that much more tolerable. The 
fact that it holds up to 58 cans and has wheels is just 
pure icing on the cake. 

igloo.com 

$59.99 


We hesitate to recommend the DSi be- 
cause it's so freaking awesome that some 
of you might just stay indoors all summer 
long instead of going outside and enjoying 
the sunshine. We can't blame you if you 
did, though, because the DSi has some 
slick features, including two built-in cam- 
eras and the ability to download games off 
the new online DSi store. Oh, and you can 
play killer DS games like Henry Hatsworth 
and Final Fantasy IV on it, too. But seri- 
ously, go outside and get some sun, okay? 
You're starting to look a little pale. 


nintendo.com 
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PlayStation Portable 
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Between the military and the plentiful mutated monsters, you'll 
seldom have just one threat with which to contend at a time. 


e've admired the twisted urban world 
W: Prototype for ages, but it's only af- 

ter we've taken an early turn at the 
controls that we really understand the ambi- 
tion driving this project. Alex Mercer isn't just 
another growling tough guy; he's an immensely 
powerful anti-hero, with a chip on his shoulder 
the size of the Empire State building. 


зв. 


MARATHON МАМ 

Prototype's narrative begins almost three 
weeks after Alex wakes up in a morgue to his 
new life as an amnesiac freak. Right out of the 
gate, "т stampeding around Times Square 
like an Olympic sprinter hopped up on growth 
hormone and crank. Alex can freaking move. | 
hold the Right Trigger to enter sprint and auto- 


Alex can run like the wind, but you're probably better off tossing cars or 
pretending you're a guided missile unless you're truly overwhelmed. 
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parkour mode, pick a direction, and tear off 
like l've got the hounds of hell nipping at my 
sneakers. Before | can jot down a quick note 
about the sense of speed, | jump and make 
contact with a nearby theater, and start run- 
ning straight up the wall like gravity's an in- 
convenience about which | needn't worry. 

At the top of the building | launch myself 
into the sky, and glide around like a denim- 
clad flying squirrel, leaving black contrails of 
disturbed air in my wake. For a minute or so 1 
just test drive Alex, floating between and run- 
ning up the sides of the gorgeous steel and 
glass canyons that make up this alternate- 
reality version of New York City, admiring the 
simple pleasure of the intuitive controls and 
smooth visual flow. 


MURDERING MANHATTAN 

But l've been neglecting the tanks, the heli- 
copters and the soldiers, and they're more 
than a little testy. It's time to get to work. Tar- 
geting is simple: hold the Left Trigger to lock 
on, flick the Right Thumbstick to switch tar- 
gets. The hard part is deciding which of the 
many offensive options to use, but inside of 
thirty seconds I’m serving up a dozen differ- 
ent kinds of inventive brutality. | turn one of 
my arms into a giant blade, and harvest uni- 
formed flesh like an alien grim reaper. My 


hands become oversized Freddy Krueger 
mitts, and | slice and dice pedestrians and sol- 
diers alike, yielding grisly bisected bodies that 
collapse with meaty squishes. | even hijack a 
tankand go on a blast-happy joy-ride through 
acity that dares notsleep,andtry notto cackle 
like a lunatic. 

I'm not terribly concerned with compet- 
ing objectives at first, but exploring the story 
has its own meaty rewards. Wreak havoc for 
its own sake, but complete side missions if 
you want to earn Evolution Points with which 
to upgrade your abilities. After all, Alex must 
balance property damage with cunning if he's 
to get to the bottom of the conspiracy behind 
his transformation. Case in point: the next 
sequence demands that l infiltrate a military 
base and steal a chopper. l'Il need to use ту 
shape-shifting talents to more subtle effect. 


The fortified exoskeleton state is best for defensive measures. Mercer 
can take heavy damage, though, his offensive powers are limited. 


EvERY DAY is HALLOWEEN 

One of Alex's most vital tricks involves actu- 
ally consuming other characters. If | march 
into Jarhead Central in my hoodie and jeans, 
I'm toast. Suck down the soul of some poor 
slob on guard duty, though, and | can assume 
his identity. At first I’m overly cautious in my 
borrowed skin, and find myself a bit thrown by 
the slower pace, but it quickly becomes appar- 
entthat fast-paced fun trumps А.1. meddling in 
Prototype's world. It seems to take an unpro- 
voked act of violence to arouse any suspicion, 


and I'm flying off to engage a handful of mu- 
Whether you're dealing with an ordinary human being or a genetically tated Hunter monstrosities in short order. 


modified monster, consuming an enemy is always gloriously messy. не 25. Gobbling brains сап еагп уои тоге than 


justa different disguise,too. Sometimes you'll 
unlock stylish video sequences that represent 
the relevant portions of a victim's memory, 
and each piece you acquire fills in part of the 
much larger "Web of Intrigue." You'll come to 
rely on this information, but memory is a sub- 
jective beast, so expect conflicting perspec- 
tives on key events. 


BETTER THAN THE REAL THING 
As intrigued as | am by the questions sur- 
rounding Alex's metamorphosis and the 
mysterious affliction that turns citizens into 
repulsive monsters and entire buildings into 
gummed-up hives of red доор, it's the larger 
sense of freedom in Prototype that appeals 
Alex appears to be the perfect Prototype compared to these à most to me. Do | want to pursue side missions 
monstrosities. But a prototype for what? A weapon? An army? Е апа ехроѕе another piece of the truth, toss 
taxis into crowded intersections, chow down 
on panic-stricken civilians, or just take plea- 
sure in running, jumping, flying, and explor- 
ing? This sandbox game seems unfettered by 
the tedious constraints of mechanical devo- 
tion to pure realism. Isn't real life real enough? 
This is better. 

When my time's up, | can't help but feel like 
l've only skimmed the surface. From bladed 
arms and giant fists to rocket launchers and 
unearthly black tentacles, from wall-running 
and gliding to helicopter hijacking and soul- 
stealing, Alex is incredibly flexible, and un- 
deniably powerful. Between his seemingly 
innumerable talents, the detailed metropol- 
itan world in which he battles, and the fero- 
cious monstrosities he'll put down, Prototype 
is just brimming with opportunities for cre- 
Destroy anything that cops an attitude, or hijack a tank ative destruction and liberating catharsis. 
and turn the government's own hardware against it. 5 a —Cameron Lewis 
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The moose head apparel can be used to charge through mobs of zombies while providing a good laugh at Chuck's expense. 


ourteen times the number of zombies than 
Fx: Rising, that's what developer Blue Castle 
Games set as the bar for Dead Rising 2. "Dead 
Rising 2 is about more zombies. It is about anything 
and everything as a weapon. It is about taking the 
chaos from Dead Rising to just a completely differ- 
ent level," says Dead Rising 2 executive producer 
and Blue Castle Games CEO Dan Brady. 
The first look at Dead Rising 2 in action was ab- 
solutely jaw-dropping to witness. As Brady played 


DEAD RISING 2 


Ever wonder what it's like to stare into the faces of 7000 flesh-eating zombies? 


‘all 2009 


the game, he paused to say, “Look off in the dis- 
tance; this is what 1000 zombies look like in Dead 
Rising 2.” Brady continued to kill dozens of zom- 
bies with new weapons such as the paddle saw 
and drill bucket, and then pause again to spawn in 
more zombies and say, "This is 2000 zombies on 
the screen," four times the number of zombies in 
the first Dead Rising. 

By the end of the demo, blood ran red on the 
main strip of Fortune City as Brady ended the demo 


In a city like Las Vegas, Dead Rising 2's Fortune City is full of cash 
registers that can be used as a weapon against oncoming zombies. 


by seamlessly loading in 7000 zombies, chopping 
his way through the shoulder-to-shoulder crowd 
of shuffling undead on a dirt bike motorcycle 
strapped with two chainsaws on the handlebars. 


RETURN OF THE RISING DEAD 

Dead Rising 2 takes place after the events ofthe first 
game. After the government failed to cover up the 
Willamette mall zombie outbreak in 2006, exposed 
by photojournalist Frank West, the undead pan- 
demic spread to Fortune City where extreme sports 
fan Chuck Greene rises to the heroic challenge 
amidst the chaos. According to the debut trailer for 
Dead Rising 2, Chuck is a hardcore sports fan, lov- 
ing father, occasional gambler, social drinker, music 
lover, snappy dresser, and handyman. 

In the trailer, each of Chuck’s traits are accom- 
panied by a short vignette of things Chuck can 
do in the game. For example, as a music lover, 
Chuck swipes at zombies with an electric gui- 
tar, smashes zombies with a roulette table as an 


You won't kill as many zombies as you would if chainsaws 
or samurai swords were strapped to the handle bars. 


=. 


Chuck Greene is a not а touchy, feely kind of guy. So when 
zombies get too close for comfort, they are quickly shaken off. 


Seven thousand zombies can be displayed onscreen at one , 
time in Dead Rising 2; the first Dead Rising only displayed 500. 


occasional gambler, and constructs a makeshift 
paddlesawoutofaboatoarandtwochainsawsthat 
he uses to row through hordes of undead. "Dead 
Rising had a really interesting sense of humor," 
said Brady, "the idea that you could be out there 
killing zombies in a woman's dress or a Mega Man 
outfit, for instance." So when it comes to Chuck's 
snappy sense of fashion, Canadian developer Blue 
Castle Games decided to put a moose head in the 


game that Chuck can put on and charge through 
zombies with the animal's massive antlers. 


HANDYMAN 101 

Although Dead Rising 2 producer Keiji Inafune didn't 
confirm directly that objects and weapons can be 
combined to create new, more elaborate weapons, 
he did go on to say, "It's awfully strange to have a 
bucket with three drills already shoved into it." 


Of course he's speaking to one of Dead Rising 
2's many new weapons that Blue Castle Games is 
calling the "drill bucket." You'll remember in Dead 
Rising how you could humiliate zombies by slap- 
ping buckets on their heads, rendering them harm- 
less. In the Dead Rising 2 demo, a bucket with three 
drills in it was used to notonly ridicule a zombie but 
kill it completely, and add another tick to the "zom- 
bies killed" meter. “This is just an idea of how we're 
actually taking gameplay mechanics from Dead 
Rising and we're extending them," Brady said. 


EAsT MEETS WEST 

“One ofthe things that really sucked in the original 
Dead Rising was the gun," Brady said, describing 
himself as a hardcore fan of the game. This is why 
Capcom hired a Western game development stu- 
dio to bridge the gap and "to really bring a more 
Western flavorto everything." Strafing with a gun, 
for instance, is one of the biggest additions Blue 
Castle Games is bringing to Dead Rising 2—some- 
thing the original game didn't have at all. "We're 
not trying to reinvent the game, but it’s something 
that we're doing to make it an even more fun sand- 
box to play in for the user," Brady concluded. 

As a taste of what's to come in Dead Rising 2, 
seeing the game in action was an absolute treat. 
Watching the counter end on 1336 zombies killed 
put a smile on my face, especially after seeing 
Chuck race through a sea of zombies like Mad Max 
on a motorcycle, with chainsaws strapped to the 
handlebars. Seriously.—Travis Moses 


PREVIEWS 


Cole's grenade-like attack is not something you want to be around when he un 


INFAMOUS 


Our latest look at inFamous gives us insight into the super-powered Cole, the chance to battle flaming bosses, and more. 
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loper: S 


Punch ш Publisher: Sony ш Release Date: May 


hen | last got the chance to romp around 
Wes: City, the setting for Sucker 

Punch's electrifying open-world action 
game, it was at the Game Developer's Conference 
in San Francisco. And after a long week of game 
demos | felt like | cheated myself a bit by not get- 
ting fully immersed in the world. Though | thought 
it looked and played great, inFamous didn't leave 
a lasting impression due to my fatigue from GDC- 
mania. | redeemed myself by taking a recent trip 


to Seattle to get another look at the game, and 
this time the it stuck with me long after І put down 
the controller. 


EMPIRE CITY, MEET COLE 

My time with the game began with, well, the be- 
ginning of the game. inFamous opens with a 
beautiful scene of downtown Empire City, the 
citizens walking around without a worry on their 
faces, kids are playing in a nearby park, and the 


cabbies driving by are courteous to their custom- 
ers. In a flash, all the beautiful things that make up 
Empire City are extinguished as a giant, pulsating 
blue anomaly expanding at an alarming rate tears 
through the city, leaving a large blast area in ruins 
and instantly killing many people...that is, except 
for our soon-to-be superhero Cole McGrath. The 
intro cinematic blends seamlessly into the first 
moment when we are able to control Cole, as he 
staggers slowly out of the epicenter of the blast. 
As we move Cole through the wreckage, he contin- 
ually gets zapped by nearby electrical cables that 
were brought down in the explosion. Barely es- 
caping a collapsing structure on our way to meet 
up with Cole's friend Zeke, we finally make it to an 
evacuation site, but all is not well. Upon arriving, 
everyone around Cole combusts in a mysterious 
group electrocution, and he's left with the blame 
for the explosion, and subsequent dead rescue 
workers. Suffice to say, Cole's had better days. 


LEAPS AND BOUNDS 

| had the chance to play a few separate mis- 
sions during this recent showing, and the first 
level | tried required Cole to scale a giant tower 
of scrap metal, which rivaled the height of any 
tower |ме seen in an open-world game yet. 
From the ground level, | used Cole's unique 
grappling abilities to climb, jump, flip, and glide 
my way up the tower, fighting off vicious rocket 
launcher-equipped enemies along the way. The 


' 


Cole takes in the sights from above: the demolished remains of Empire City. 


а ш 


Cole demonstrates the range of his electric attacks апа takes down this Веарег from а distance. 


platforming mechanics in inFamous really took 
the front seat during this section, and the fluidity 
of Cole's movement felt natural (though many of 
theotherjournalists and | would be lying if we said 
we didn't fall to our doom a few times along the 
way). As we climbed the tower, we were tasked 
with zapping large metallic fans along the way 
that powered the elevators in the thrown-together 
structure. Upon reaching the top, we ran into a 


nefarious individual known as Alden who was ac- 
companied by a load of enemies, including one gi- 
ant mech-like goon who was more than happy to 
blast Cole. The battle itself was pretty tough, but 
by utilizing Cole's varied attacks, such as powerful 
electric bombs, quick single zaps, and recharging 
his electricity, we eventually took down the mech 
enemy and dashed Alden's plans...until we met 
him in a later mission. 


Another mission Sucker Punch had on hand 
involved Cole traversing a burning bridge as en- 
emies waited in the shadows of girders along the 
way. | found that Cole's "push" attack worked the 
best during this section, as | could simply knock 
the Reaper enemies off ledges rather than defeat 
them one by one and risk falling off myself. Af- 
ter making my way through a large portion of the 
bridge, it began to collapse and | had to use Cole's 
glide ability to make it to the other side where we 
found Alden a second time. Jumping inside a gi- 
ant burning mechanical monster, Alden went on 
the offensive. Between avoiding Alden throwing 
huge flame chunks of debris and shooting rapid- 
fire projectiles at Cole from across a gap in the 
bridge, | did my best to blast the metal behemoth 
to smithereens. This fight required me to use the 
previously mentioned "push" technique to send 
the debris back toward Alden, and another of 
Cole's abilities which absorbed the super-quick 
projectiles, but drained his electricity gauge. After 
dying a few times, | found that attacking Alden's 
mech beast in specified areas was the only way 
to take it down. With a little luck, Cole defeated 
the beast. 

By the time you read this article inFamous 
will already be in the hands of many a gamer, and 
hopefully mine as well; | can't wait to jump back 
into Empire City and electrify the snot out of it. 
—Andy Burt 


PREVIEWS 


Play as the Joker in the Challenge Rooms. The Joker has his own silly 


fighting style and carries his signature revolver. 


BATMAN: ARKHAM ASYLUM 


Inject a little Venom into the situation and feel the vengeance of Bane. 


Erma 


'm a creature of the night, stalking my prey 
[гол above. | сап see what others cannot, 

and my martial arts training makes me the 
perfect weapon against crime. | am Batman, 
the dark knight, and | am locked in this prison, 
this Arkham Asylum, with the world's most dan- 
gerous serial killers, sociopaths, and criminally 
insane. The joker's running this madhouse, try- 
ing to break me like he did to Commissioner 
Gordon when he shot the man's daughter in 
the back, paralyzing her from the waist down. 
l'Il put a stop to this, because т the only one 
who can. 


WAYNE TECHNOLOGIES 

Batman: Arkham Asylum has been one of the 
most immersive single-player experiences I’ve 
played since Gears of War 2. It’s shaping up to 
be a huge, open-world action game that plays 
to the darker side of Batman. From the start 


of the game all of Arkham Island is open to ex- 
plore, though you'll need to unlock new abilities 
to access certain areas. Entering detective mode, 
which scans the world in X-ray vision and allows 
you to see the unseen, you'll see many walls 
with hidden alcoves and secrets behind them. 
Remember these areas because you'll want to 
come back later after you've unlocked the explo- 
sive gel ability. You'll also see ventilation grates 
that aren't accessible until you've upgraded to 
the Batclaw that latches onto objects that you can 
pull on. 

As you explore Arkham Asylum and beat up 
on inmates, collect Riddler trophies, and discover 
new areas; the game will reward you with expe- 
rience points. These points are used to upgrade 
your "Waynetech" abilities, such asa stronger suit 
for higher defense, as well as new attacks and the 
ability to throw two or three Batarangs at once. 


THE SMARTEST MAN ALIVE 

Unfortunately, I’m restricted from telling you 
about every major character and boss fight I’ve 
encountered, but who | am allowed to talk about 
is Bane. Around the end of the second chapter, 
after | sneakily rescued Commissioner Gor- 
don before Harley Quinn could kill him, Bane 
is introduced as the prototype of sorts for an 
army the Joker is amassing. If Bane is capa- 
ble of surviving lethal injections of Venom 
steroids that turn him into an indestructible 


superhuman, you can imagine whatthe Joker is 
cooking up. 

The fight between Bane and | is confined to 
a rather small, square room under Arkham Asy- 
lum in the sewage canals. His attack pattern varies 
between charging like a bull, sweeping punches 
if | get in too close, and ripping slabs of concrete 
from the walls to throw. If you don't want to ruin 
the boss fight then skip this next part. To de- 
feat Bane, throw a Batarang at his head when he 
charges to stun him and then quickly swoop in to 
attack the Venom tubes on his back. This gets in- 
creasingly difficult as more thugs drop in as the 
fight goes on. Once you smash the Venom tubes 
three or four times, the fight is over and Bane 
is defeated. 

Sadly, | can’t tell you more about the secret vil- 
lains you'll encounter between the first confron- 
tation with Zsasz the serial killer and Bane the 
destroyer, but trust me, it's a spellbinding experi- 
ence. In closing, | will leave you with confirmation 
that the Joker is a playable character in Batman: 
Arkham Asylum. From what l've played, the Joker 
is only available in the Challenge Rooms, which fo- 
cus on clearing waves of enemies as fast and effi- 
ciently as youcan for the highest score, and silently 
taking out all the guards in an area without being 
killed. The Joker has his own silly fighting style and 
gadgets that compliment Batman’s; for example, 
his signature and ostentatiously large revolver. 
—Travis Moses 


SPYBORGS 


Spyborgs is a Wii exclusive, two-player cooperative brawler with that classic Capcom feel of 


cinematic attacks and massive boss battles; here, 


the Nintendo Wii is the Rachet & Clank-style 

of accessible, yet deep gameplay blended 
with the beat-em-up action of Devil May Cry, which 
blends together in Spyborgs for a two-player co- 
operative brawler with a cybernetic twist. And it's 
no surprise since most of the team is former Ra- 
chet & Clank developers themselves, from which 
you'll find many similarities in Spyborgs, such as 
the visual style down to the animations. With a 
team made up of top-tier action adventurers, Bi- 
onic Games is hard at work on a classic Capcom- 
style brawler for the Wii. 


T he cool thing about Capcom's Spyborgs for 


BIONICS OF RAGE 

In Spyborgs, players choose between three differ- 
ent cybernetically-enhanced super heroes, each 
with their own unique fighting style and weapon. 
Bouncer is the biggest of the group and relies on 
his brute strength to smash through metal-head 
enemies, such as robots and mechanized crabs. 
Clandestine is the nimble female of the group 
and uses her lithe size to quickly jump between 


Bouncer severely punishes his enemies. 


enemies like a ninja. Clandestine wields a sword 
that can be upgraded to deal more damage. 
Stinger is the weapon specialist and carries a cy- 
bernetic arm equipped with a handful of different 
types of weaponry. 


NUNCHUKS AND BOLTS 

Playing Spyborgs is as easy as navigating your 
character around the world with the Nunchuk, 
combining light and heavy attacks to create 
combos, and blocking incoming enemy attacks. 
Smash enough enemies and crates to collect 
power orbs that allow you to perform a super 
finisher attack that utilizes the motion controls 
of the Wii Remote to simulate the attacking mo- 
tion your character is performing onscreen— 
these finishing moves can be performed solo or 
cooperatively for more damage. Additionally, 
when playing, paint the screen with your cur- 
sor to find cloaked, hidden objects that can be 
pulled into the world. Many times these objects 
are crates that hold experience and power orbs. 
—Travis Moses 
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PREVIEWS 


The maniacal Jigsaw has turned an insane asylum into yet another gauntlet of 
terror. Though it's another licensed game, SAW shows promise. 


SAW: THE VIDEO GAME 


Death is waiting in the next room. And yes, there will be blood. 


orma 


hen GamePro managing editor and 
Метев 

asked how the new SAW video дате 
played, | said just like the popular SAW mov- 
ies. SAW: The Video Game is one treacherous 
puzzle after the next. When playing the game, 
it feels like death could be waiting for you т the 
next room, and there's nothing you can do to 
anticipate how or when. 


NUMBER 1 OR NUMBER 2? 

The short demo | played began with my char- 
acter awakening in a murky bathroom strapped 
with a "reverse bear trap" device attached to 
his face. The camera circles around to dis- 
play a ticking timer and l've got seconds to get 
the device off before it snaps my character's 
head in two. An onscreen icon tells me to ro- 
tate the left analog stick until a red button on 
the device lights up prompting me to press the 
B-button on the Xbox 360 controller. The jaw- 
clamping device clicks and the camera swoops 
around to the other side where | perform the 
same action. 

The machinery clicks and the reverse bear 
trap falls to the floor. My character is safe for 
now, but the only door out of the dimly lit bath- 
room is locked. Whenever you're lost in SAW, 
look for the blood-red jigsaw pieces painted 
throughout the environment for hints. 


| can't find the key to the bathroom door, 
but | notice that one of the bathroom stalls is 
locked—surely the key to unlock the door is in 
there. | don't know the pin code to unlock the 
stall, so | scan the environment for clues. Look- 
ing around the room | can see scribbles painted 
on one wall and a similarly marked mirror on 
the opposite side of the room. Looking at the 
mirror and standing in the right place at the 
right angle lines up the two scribbles and re- 
veals the number, "735." 


BED OF NEEDLES 

| type in the number to unlock the bathroom 
stall and find only a toilet full of dirty hospital 
needles. Why would the key be anywhere else? 
My character gently sticks his hand deep in the 
toilet and | get an X-ray view of what's inside 
the toilet—my character's hand, dozens of dis- 
eased needles, and a key. A pain meter quickly 
fills and | must grab the swimming key before 
the pain becomes too much to bare. 

With that key | can now open the bathroom 
door and move onto the next death trap. In the 
next room of the asylum, dusty bed frames are 
stacked against the walls and another dead 
pawn of Jigsaw's game sits bloodied and life- 
less next to a tape and player. Blood scrawled 
above his head reads, "I won't play your game." 
But | will, and Гт going to need a weapon. 


At this point the game gave me a lead pipe 
that my character could wield in one hand and 
attack with faster light attacks or heavy attacks. 
I didn'tencounter any enemies in the demo, but 
| did get to smash through a wall with the dirty 
lead pipe. 

In the next room, a door opens and | don't 
know what to expect. Another hooded pawn 
in Jigsaw's game bursts through the door at 
a sprint but doesn't notice the door has been 
trapped with a shotgun that blows his head 
off before he can take two steps into the 
room. | proceed with a bit more caution af- 
ter witnessing the shotgun blow to the dome, 
but moments later | encounter a similar shot- 
gun trap. A few sound clicks give way that 
a death-trap device has been triggered and 
the camera swoops into the doorway to re- 
veal a weighted lever with a controller but- 
ton prompt on it. Press that random button 
before the lever falls off screen, defusing the 
shotgun trap. 

The demo didn't offer much beyond that, 
aside from a balance-beam and tightrope walk 
across a chasm. After taking everything in and 
replaying the demo's devilish traps over and 
over again, | found SAW: The Video Game to be 
anintriguing survival-horror game with a pinch 
of adrenaline added to the demonic puzzles. 
—Travis Moses 
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PREVIEWS 


“Thar she blows!” Thi: 


amander-type boss is big enough to fight from 


nside. But he'll quickly digest and push you out the other end. Gross! 


LosT PLANET 2 


Bosses so massive you can fight inside them—need we say more? 


m Developer and Publisher: Capcom и Release Date: 2010 


heights by allowing four players to take on 

alien bosses so large in size that you can ac- 
tually fight inside their tumultuous bellies. Gear 
up with a variety of customizable steam-punk in- 
spired jackets, helmets, and weapons, then jump 
into the campaign and earn new items by defeat- 
ing the giant Akrid aliens of planet E.D.N. Ш, ten 
years after the events of the first game. 

In Lost Planet, Earth finally reaches its tipping 
point and humans have no choice but to seek an- 
other planet to inhabit. They find planet E.D.N. 
III, a frigid snow-covered world that can be colo- 
nized once the ice is melted. A powerful company 
named NEVEC leads the charge on global warm- 
ing. Protected by an army fighting against an alien 
race called Akrid, NEVEC continues the coloniza- 
tion of E.D.N. Ill and discovers a new kind of ther- 
mal energy that powers the first mechanized Vital 
Suit exoskeleton. At the end of the game, you and 
agroup of snow pirates safely restore the planet's 
global warming and stop NEVEC's foolhardy plan 
to destroy the planet. 


L ost Planet 2 is taking cooperative play to new 


SNOW BUSINESS LIKE SNOW BUSINESS 
Blast forward 10 years later, the snow has melted 
and the ice turned to rivers; planet E.D.N. III is al- 
most habitable if it weren't for the remaining Akrid. 
You and a group of friends, or A.l.-controlled part- 
ners when playing offline, will fight against Akrid 
aliens so big you can climb on their backs and even 
go inside them where other Akrid may dwell. 
Since you'll be playing cooperatively in a 
group, you'll want to stand out and look fashion- 
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ably different. Lost Planet 2's robust character 
creation mode allows you to customize your char- 
acter's head, body, legs, and backpack with doz- 
ens of options for each body part. Change your 
sex, color, and even choose from a variety of ges- 
tures to make your character unique and stylish. 

Think of Lost Planet 2's character creation 
mode like Call of Duty 4's barracks loadout screen 
where you getto choose what weapons your char- 
acter will carry, but you also getto customize their 
looks. New additions to the arsenal of long, short, 
standard, and support weapons are the pistols 
and gun sword melee attack. 


GIGANTIC GIANTS 
Now customizing your character is all good and 
fun, but the real excitement kicks into high gear 
with the boss fights. In Lost Planet 2, the bosses 
are even bigger and more elaborate than before 
with creatively placed weak spots and devastating 
attacks. We witnessed an enormous amphibious 
salamander boss in a recent demo and watched 
in awe as the six-legged monster jettisoned its 
lengthy, chameleon-like tongue at the players. 
When one player used his grappling hook to scale 
onto the monster's back he was only able to hold 
on for moments when the beast emitted an EMP 
pulse that launched the player back to the ground. 
There were four of the game's developers 
playing at this time, so we witnessed four-player 
co-op up and running at a smooth framerate and 
the action was chaotic. Some players fired rockets 
at the beast's joints to blow off its massive limbs 
while another jumped into a Vital Suit equipped 


.COM 


with a chaingun and boosted jump ability. Pro- 
ducer Jun Takeuchi confirmed there will be 4-man 
Vital Suits to drive. As the glowing weak points 
of the boss were destroyed, crates fell from the 
wound that the players dashed for—sprinting is 
one of the many new additions to Lost Planet 2. 
These crates contain random items of clothing, 
weapons, thermal energy, and more. 

After the giant salamander was defeated, it 
slumped into lifelessness and quickly melted into 
the ground leaving only its bones behind like a 
dinosaur skeleton. It was a cool effect and just 
one of the many graphical enhancements to Lost 
Planet 2. Takeuchi was also proud to point out how 
realistically the tall grass moved when players ran 
through it and how it flattened when the boss 
growled or grenades exploded nearby. 

Based on the first-look of Lost Planet 2, though 
not actually playing the game, it's looking to be an 
exciting sequel to the first game with even better 
graphics, more weapons, player customization, 
and even bigger bosses that you can fight from all 
angles. If the controls are streamlined to be more 
like modern third-person shooters, and the story 
doesn't fall into the lame JRPG realm, then Lost 
Planet 2 will surely be on GamePro's early 2010 
wish list.—Travis Moses 
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PREVIEWS 


No А.І. here: all the frenzied action in MAG is caused by real players. 


MAG 


We go hands-on with MAG's 256 play 


n a rainy Seattle morning, a large group of 
O gaming journalists and | loaded into tightly- 

packed passenger vans for a quick trip over 
to Zipper Interactive to be the first to play MAG (no 
longer the acronym for the generic-sounding Mas- 
sive Action Game). After a brief trailer, a couple 
(non-alcoholic) cocktails and some snacks, we dove 
headfirst into the biggest shooter to date. 


MASSIVE ORGANIZATION 

When MAG was first announced at last year's E3, 
and revealed to support a whopping 256 players 
at once, | don't think | was the first to envision a 


Massive Action Game's multiplayer madness: Two squads face off under 
a freeway overpass, attempting to infiltrate the opposing army’s bunker. 


horrible mess on screen with a cacophony of gib- 
berish screeching through my headset as 255 
other players and | ran around aimlessly in utter 
bedlam. The good news is that the direction MAG 
is going so far is a very intuitive and streamlined 
approach to accommodating every player. Yes, 
the final product will pit two armies of 128 play- 
ers each against each other, but the breakdown 
goes further than that. Each army is broken up 
into 32-player platoons, and then further down 
into 8-player squads. Each squad has a leader who 
answers to a platoon leader, who answers to the 
OIC (the Officer In Charge, aka the army head hon- 
cho). Leadership abili- 
ties are granted to each 
squad and  platoon 
leader, such as the ability 
to increase squad reload 
time or allowing squads 
to move undetected by 
motion trackers. 
Once we jumped таз 
members of the S.V.E.R. 
army (one ofthree armies 
players can choose from 
at the start), our squad 
was tasked with detonat- 
ing a remote mine on an 
enemy bunker. Fragmen- 
tary Objectives (or FRA- 
GOs as they're known in 
MAG-speak) such as our 


bunker objective are small tasks leaders can ap- 
point to their squads, and are easily identifiable 
on the map. As we made our way towards the 
bunker, the world around us looked like a real war 
zone; jets were dropping paratroopers into battle 
and anti-aircraft turrets were shooting down heli- 
copters and planes all around us—and everything 
going on was being caused by actual players. | 
helped my squad for a time, but then eventually 
veered off. | chose a sniper class during my next 
respawn and parachuted down onto a nearby 
rooftop and began picking enemies off. Though 
each kill grants you a few experience points, | 
quickly realized that by not helping my 
squad | was missing out on valuable 
experience points gained by assist- 
ing in FRAGOs, so | ran back to the 
enemy bunker. 

The developer in my demo 
noted that we were actually only 
playing a 64-on-64 match, but 
there was still a great deal of 
action going on with the player 
count halved. Another item worth 
noting is the game was running 
quite nicely ata steady 30 frames- 
per-second, which the developers 
promised would be true for the fi- 
nal game as well. MAG should hit 
this winter, so make sure you and 
255 of your friends are ready for 
battle.—Andy Burt 


Why outrace the competition when you can drop an airplane on them? Welcome to Split/Second. 


SPLIT/SECOND 


Split/Second may be a Burnout-beater. 


isney Interactive Studios has unveiled 
D: newest game from Black Rock Stu- 
dios, the development team that created 
2008's offroad ATV trick-racing game Pure, and 


the new hotness is nothing short of an explo- 
sive Burnout contender. 


IN A NEW YORK MINUTE 
Split/Second is the name of the game, an ac- 
tion-arcade racer like Burnout, but with a twist. 
Instead of smashing into other cars to achieve 
“takedowns,” Split/Second is all about perfectly- 
timed "Power Plays" that trigger environmental 
explosions to take out the competition. The story 
is set up to be a prime-time TV show, like the 
movie Death Race, where everything from build- 
ings to bridges are rigged to explode, topple, or 
change the route of the course. 

In Split/Second, you race against seven other 
non-licensed cars at a time with simple steer, 
gas and brake controls while blowing up the 


competition with environmental Power Plays. A 
digital readout is displayed on your car's rear bum- 
per so you can see what position you're in and how 
much Power you've acquired by drifting, draft- 
ing, jumping, and scraping past other cars, which 
is required to perform Power Plays. Power Plays 
in the environment break down into two types— 
small and big—displayed by blue highlights for the 
smaller Plays and red highlights for the more ex- 
plosive ones. This is displayed onscreen by entire 
environmental objects flashing blue or red. 

As you drive, the environment lights up and 
you'll have roughly a "split second" to react and 
trigger the Power Plays. "Timing is really, truly 
everything in this game," says a Black Rock Stu- 
dios rep. The race we witnessed took place at a 
highly explosive and over-the-top international 
airport. Smaller Power Plays ranged from build- 
ing facades exploding onto the track, the fly- 
ing rubble smashing other cars off the course, 


route-changing shortcuts. Bigger Power Plays 
were the most breathtaking, and ranged from 
toppling control towers to derailing trains. 


THE BEST FOR LAST 

The biggest Power Play featured an airplane 
crash-landing onto the runway right as you drive 
under it, taking out everyone behind you. It was 
by far the most epic thing l've ever seen in a rac- 
ing game. Yes, even more epic than 200-car pile- 
ups in slow-motion. 

As you can see, the graphics in Split/Second 
can't compete with the likes of Gran Turismo 5, but 
the explosions and toppling buildings look hyper 
realistic, and the game is still a ways out—early 
2010. For those that played Pure, you know Black 
Rock Studios can create an adrenaline fueled rac- 
ing experience with crisp graphics and tight con- 
trols, and even the car customization was hinted to 
be better than Pure's. We can't waitto see and play 
more Split/Second later this year.—Travis Moses 


It's not going to change your life, but Terminator Salvation is shaping up to 


be a fun shooter romp. 


TERMINATOR SALVATION 


Christian Bale's pottymouth is no match for GamePro's Terminator-shredding skills. 
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erminator Salvation the game sets up 
Tow of the events of the film, depicting 

John Connor's early days in the human Re- 
sistance while the relentless supercomputer 
Skynet begins to purge humanity from the nuke- 
scorched Earth. Luckily for us GamePros, we've 
gota secret weapon: complete hands-on access 
of a near-final version of the game. 


L.A. MELTDOWN 

Set in 2016, two years before the upcoming film, 
Terminator Salvation’s gorgeous opening cinema 
depicts a distress call from a group of four survivors 
trapped behind enemy lines in nuke-ravaged Los 
Angeles. The Resistance leaders don’t want to help, 
but John Connor (not voiced by movie stud Chris- 
tian Bale) throws caution to the wind and leaves an 
evacuation helicopter in order to save the survivors. 
Blair Williams (voiced by Moon Bloodgood, who 
appears in the upcoming film) follows Connor into 
Skynet-controlled L.A. for an apparently suicidal at- 
tempt to reach the stranded humans. 

Once you pick up the controller, you'll quickly 
get a sense of the game's fluid cover mechanic. 
Taking cover works much the same as it does in 
Gears of War, in that tapping the A button (X on 
PS3) slams you up against a barrier or wall. But you 
can also easily slide to another piece of cover by 
holding the appropriate direction and pressing the 
cover button again. You'll quickly learn that find- 
ing cover is crucial to fighting Skynet's forces. 


Following barriers and hopping from coverto cover 
allows you to sneakily circle around enemies and 
target their vulnerable backsides. But this strategy 
cuts both ways. Skynet's relentless forces will pur- 
sue you from all angles, and are particularly fond 
of ambushing you from behind while you're dis- 
tracted. Cover is also destructible, so enemy Termi- 
nators can tear through it т a matter of seconds—it 
pays to stick and move. 


METAL MONSTERS 

In our playtime with Terminator Salvation, we 
mostly battled spider-like T7-T Tetrapods and tiny 
airborne Aerostats that patrolled the skies. We 
even fired a few rounds at the 60-foot Harvester... 
until company reps turned off the game to avoid 
spoilers. D'oh! We acquired weaponry including an 
ВРС, shotgun, МА carbine, and heavy-caliber ma- 
chinegun turret that carved through Skynet armor 
like a hot knife through butter. 

But the rail shooter segments, where you fight 
off hordes of enemies using heavy machinegun 
turrets or rocket launchers, could be a highlight of 
the final game. We played an explosive driving se- 
quence where you escort and defend a school bus 
filled with survivors from a horde of nimble ma- 
chines called MotoTerminators. The graphics here 
were particularly excellent, with some impressive 
physics as we fired rockets into the surrounding 
junked cars and watched them flip majestically 
through the air. Hasta la vista baby, indeed. 


And finally we fought a couple of the T-600 
Terminators, which are the more brutish, menac- 
ing predecessors of Arnie’s model in the movies. 
As in the films, we quickly learned that ће T-600s 
are practically invincible to conventional weap- 
onry. A few blasts from an RPG or the sweet gre- 
nade launcher we found, though, melted these 
metal monsters. When fighting the T-600s in the 
two-player cooperative mode, it will pay to have 
your partner distract them so you can pound 
them from the rear with the heavy weapons. 
From what we understand, other battles with 
these tough T-600s will require you to exploit 
environmental hazards (molten lead, heavy ma- 
chinery) as in the classic films. 


“IT’S A LEARNING COMPUTAH" 
Cooperative mode is limited to split-screen only, 
at least for now. We played another rail-shooter 
segment based on a rusted-out pickup truck as it 
sped through bomb-blasted L.A. on a devastated 
freeway while being pursued by the Hunter Killer 
aircraft. Both players were mounted on machine- 
guns on separate pickup trucks, and we found it 
best to coordinate with our partner in order to keep 
the skies clear of Aerostat attackers. 

By the time you read this, Terminator Salvation 
will already be on store shelves. Jump online and 
compare your Achievements or Trophies with us, 
because you know we'll be melting hot metal right 
alongside you.—Sid Shuman 
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Pandemic's Odin engine helps give The Saboteur its cinematic flair. 


THE SABOTEUR 


Black and white and red all over: The Saboteur blends stylized action and dramatic WWII set pieces to impressive effect. 


oma 


efore you ask, The Saboteur isn't just an- 
B: WWII game. Inspired by real-life race- 

car driver and English special agent William 
Grover-Williams, who assisted the French Resis- 
tance during World War Il, the game puts players 
in the role of Sean Devlin, a crass Irishman with 
a penchant for fast cars. Sean races for the fic- 
tional Morini racing team in France, during which 
time the Nazis move to begin French occupation. 
Through his ties with the Morini racing team, Sean 
becomes inadvertently thrown into World War |. 


PARIS IN FLAMES 
Nearthe start ofthe ga we take control of Sean 
andnarrowly escape being caught up in a massive 


Sean enjoys a smoke in an area where the "Will To Fight" is non-existent. 


firefight between the Nazis and the French Resis- 
tance as he fights his way out of the Doppelseig 
factory (who manufactures the rival German rac- 
ing team's cars), driving frantically from the bor- 
der of Germany and France into Paris by the skin 
of his teeth with his vehicle in ruins. The whole se- 
quence feels like it was torn straight out of a WWII 
action flick, and as we drove through the skir- 
mishes the whole experience felt very cinematic. 
During this segment, the only colors you'll see are 
grayscale and the blood-red swastikas of the Ger- 
man army. As we played on, and became more 
involved with the French Resistance, the "Will To 
Fight" mechanic comes into play. Huge open ar- 
eas of France and Germany (all of which are open 
to the player at the start 
of the game) utilize this 
feature: if the Germans 
have overbearing con- 
trol in an area, the col- 
ors will be muted and 
dark, and the citizens 
will appear defeated 
and helpless, hang- 
ing their heads as they 
walk through a dark, 
dark France. As you 
fight more and more 
for the resistance, ar- 
eas you've cleared of 
German soldiers will 
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become flooded with color, апа the public will 
gain back a little hope. Areas where German sol- 
diers may be frequenting but don't have control 
over, such as the swanky Belle de Nuit brothel, 
will still appear in full color (because, as lead 
designer Tom French told me, the ladies are 
using them). 


Luck О’ THE IRISH 
Unless Sean is directly involved in a fight against 
the Nazis, he will appear as a regular citizen walk- 
ing through Paris. "We didn't want a soldier, we 
wanted someone reluctant to fight," French tells 
me during our demo. During missions, Sean won't 
be regarded as hostile until he pulls his weapon 
out, but once he does the heat is on. In our time 
the game we took part in a mission which in- 

volved Sean sprinting over rooftops, sniping Nazi 
soldiers along the way to dismantle a gigantic can- 
non perched atop a tall building in Paris (French 
also notes that they took a few historical liberties 
in favor of being able to provide some really ac- 
tion-packed moments). The weapons in The Sab- 
oteur range from standards such as the MP40 
and Luger to the over-the-top like rocket launch- 
ers and flame throwers (which if equipped by Nazi 
soldiers can be extremely combustible if they're 
fired at). 

The Saboteur is shaping up quite nicely, and 
we can't wait to spend some more time traipsing 
through war-torn France.—Andy Burt 
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BioShock 2 evolves with online multiplayer, playable flashbacks, and a 
simultaneous release on the Xbox 360, PlayStation 3, and PC this fall. 
GamePro's exclusive report details everything you need to know about 
this cutting-edge horror shooter. By Sid Shuman 
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combat, but your Big Daddy. 
with the best of them. 


sfar as fall sequels go, BioShock 2 is shap- 

ing up to be one brilliantly complex beast. 

Serving as both a sequel and a prequel 

to 2007's seminal hit BioShock, this sur- 
vival-horror epic promises to advance the social 
and philosophical themes advanced in the first 
game while building on its reputation as a think- 
ing man's shooter. 

The tale begins nearly ten years after the 
events of the first game. Following the death of 
its creator and chief ideologue Andrew Ryan, the 
doomed undersea colony of Rapture plunged 
deeper into chaos and disorder. Trapped inside 
their haunted world like flies in a bottle, Rapture's 
cursed denizens have spent the years rotting in 
a purgatory of their own making. But the more 
things change, the more they stay the same. A 
mysterious new figure is reassuming a semblance 
of control over this failed utopia, and the world's 
alien ecosystem is humming back into life. That's 
where you come in. 


In BioShock 2, you're thrust back into this 
world not as a faceless human interloper but as 
the pinnacle of Rapture's bizarre food chain, the 
fearsome Big Daddy. You won't play as any old Big 
Daddy, either, but the first prototype off Rapture's 
genetic assembly line. 


Bic DADDY AND ME 

From the start of the game, you'll quickly learn 
that starring as a Big Daddy in the first-person 
shooter world of BioShock comes with some se- 
rious advantages. You possess brute physical 
strength and thick armor plating, making the fe- 
ral Splicers that roam Rapture about as threaten- 
ing as sleepy kittens. Even your base weapons, an 
arm-mounted power drill and a punishing rivet 
gun, are a cut above the norm. Given your Big 
Daddy's industrial-strength arsenal, weapon en- 
hancement receives a new sense of importance in 
BioShock 2. Weapon modifications provide more 
tangible benefits to your combat strength, culmi- 
nating in a "final bad-ass upgrade" in the words 
of BioShock 2's creative director Jordan Thomas. 


у can explore the murky sea- 


ig Рада, 
У sea slugs for extra Adam. 


bed to harvest 


The maxed-out rivet gun, for instance, fires super- 
heated projectiles that set an enemy ablaze, while 
the fully loaded drill boasts a diamond tip for carv- 
ing through enemy armor. 

As another perk unique to the first Big Daddy, 
you can harness Plasmids, the superhuman ge- 
netic powers bestowed by the mutagen Adam. 
Depending on your play style and preferences, 
BioShock 2's Plasmids are capable of evolving in 
new and much more organic ways. Thomas refer- 
ences the way that players can transform an old 
favorite, Incinerate, from a lowly fire bolt all the 
way up to a full-on flamethrower. You can also mix ` 
multiple Plasmids to create a potent cocktail of ef- 
fects. With a little creativity, you'll find clever and 
effective combos, such as igniting your Cyclone 
Traps with Incinerate to create a swirling firestorm 
("Cyclone Traps interact with all the Plasmids," 
Thomas teases with a grin). Plasmids and conven- 
tional weapons can also be mixed and matched 
for still more options. Thomas offers a colorful ex- 
ample of sucking an enemy onto your Big Daddy's 
arm drill using the Telekinesis Plasmid. 
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Set in 1960, BioShock introduced you to Rapture, a crumbling empire built deep beneath the 
sea. The game's chief antagonist was Andrew Ryan, a quixotic billionaire tycoon who stub- 
bornly constructed an underwater paradise for free-thinking scientists, artists, and business- 
men. Barricaded away from the stifling conformity of the surface world, Rapture prospered. 
But the dream went bad after Rapture's denizens discovered a powerful stem cell-like sub- 
stance called Adam. This unstable mutagen proved to be a fatally addictive drug, hurling Rap- 
ture into a violent civil war that tore the city to pieces. That's when you entered the story, as 
anoutsider who learns that he's a pawn in a much larger game. In BioShock 2, you'll overhear 
conflicting tales about the fate of original protagonist Jack Ryan from characters who alter- 
nately mythologize and demonize him. 
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As the first Big Daddy, your armored shell is 
moreimprovisedin appearance. Butyou have 
helpful new hardware, including a light for 
peering into dark spaces and an oxygen tank 
for exploring flooded sections of Rapture. 


Weapon mods will cus- 
tomize your rivet gun in 
specialized ways, such 
as adding more accu- 
гасу for long-range 
sniping. You'll also find 
advanced ammunition, 
types, one of which fires 
red-hot rivets that ex- 
plode on impact. 
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BACK то THE FUTURE 


From a storyline perspective, Вїо5! 


on even ten years after his death, ¢ 

Rapture's twisted inhabitants have grown to de 
test his lofty promises. And in Ryan's absence, 
new ideologues have risen up and are busily work- 
ing to co-opt his world. Though remaining tight- 
lipped on details, Thomas describes BioShock 
2's new overarching antagonist as being another 
"idealist who has gone too far" and who stands 
in direct opposition to Ryan's Objectivist-tinged 
views. This character may also share a mysteri- 
ous history with the Big Sister who prowls the cor- 
ridors of Rapture. 


{ ой forgotten а lot about who you 


are.” Piecing together the memory of your Big 
Daddy is, in fact, central to the game's plot, and 
it's here that BioShock 2's serves as both a sequel 
and a prequel in a hybrid tale that connects Rap- 
ture before and after the fall. "Your character is 
a human being who lived through Rapture's his- 
tory," Thomas carefully adds, "and later became a 
Big Daddy through a series of mysterious events." 
As you proceed through modern-day Rapture and 
jog your amnesia-stricken memory, you'll expe- 
rience playable scenarios set in Rapture's earlier 
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€ experience the city's 

ctive. The specifics of the 
flashbacks remain a closely g 
the walls of 2K Marin, but Thom; is confirms that 
the scenarios are ii i yable and interactive. 
Ultimately, these moments will help explain the 
early days of Rapture and expose the former iden- 
tity of your Big Daddy. 

As ambitious as the single-player experience 
is shaping up to be, it will only tell part of BioShock 
2's sweeping, multi-generational story. A new on- 
line multiplayer mode (detailed on the next page) 
fills in more of Rapture's history, depicting the 
events of the civil war that brought the reckless 
society to its knees. Read on to learn more about 
how these two distinct experiences will connect 
Rapture's twisted fate to its troubled past. 
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re still crawls with Splicers, the twisted, 
uman addicts who have gone mad 
Adam withdrawal. You'll also encoun- "i 
rrupted humans during BioShock 2's 


WHAT IS ADAMI 


Rapture’s drug of choice is your 
ticket to genetic enhancement... 
and insanity. 


T3 proficientin Plasmid 
use, but his brute physical strength is 
one of his greates assets. 


Adam is central to the tale of Bio- 
Shock. Discovered by Rapture's 
scientific community, Adam is a 
stem cell-like serum that courses 
through the veins of an unknown 
species of sea slug. Capable of 
rewriting the human genome 
and imbuing its user with god- 
like power, Adam quickly became 
the lifeblood and all-purpose cur- 
rency of the unchecked under- 
sea society. Unfortunately, Adam 
is horrifically addictive, with side 
effects that include physical de- 
formity and madness. When the 
Adam ran dry, the tortured citi- 
zens of Rapture were left to tear 
each other to pieces over the re- 
maining drops, devolving into the 
mindless Splicers. 


CONTINUED > 


ran Е i GAMEPRO.com // JULY 2009. // 59 
Daas е i15 i 


CONGRATULATIONS 
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f you've been following GamePro.com, you al- 
I ready know that BioShock 2's solo experience is 

a force to be reckoned with. But here, for the first 
time, GamePro bears witness to BioShock 2's prom- 
ising new online multiplayer mode, which serves as a 
prequel to the first game by allowing players to fight 
in Rapture's civil war. Set one year before the events 
of BioShock, with Rapture poised on the brink of self- 
annihilation, this multiplayer mode expands on the 
power struggle between Andrew Ryan and Atlas that 
was hinted at in the original game. The resulting ge- 
netic arms race and civil war will change Rapture for- 
ever, and you get to fight on the front lines. 


THE FALL OF RAPTURE 
BioShock 2's ambitious multiplayer mode is being 
- developed by the Ontario-based Digital Extremes, 
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a veteran shooter developer with а resume that 
includes the first two Unreal Tournament games. 
Now, they're tasked with creating a game that 
must satisfy two demanding groups: hardcore 
online warriors, and passionate fans of the origi- 
nal BioShock. Distilling the magic of an intricate 
solo adventure into a sleek online warzone is a 
feat not easily accomplished (see Shadowrun and 
Wheel of Time), but BioShock 2 serves up one of 
the most promising attempts thus far. As lead de- 
signer Mathieu Berube explains it, “The goal from 
day one was to take the toolset from the first Bio- 
Shock—the Plasmids, the weapons, the environ- 
ment—and expand on it, refine it, and bring it into 
a competitive multiplayer mode.” 


In multiplayer matches, you can become the clas- 
sic "Rosie" Big Daddy by finding a randomly 
placed power-up. You gain thick armor and the 
powerful rivet gun, butthe remaining Splicers will 
band together to bring you down. 


This is Jacob, a former welder who now fights for 
control of life-giving Adam. In multiplayer matches, 
the Splicers spout darkly humorous dialogue that 
plays off their past lives and occupations. 
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sors at Sinclair Solutions. 


Storytelling and ambiance remain an im- 
portant, but subtle aspect of the multiplayer ex- 
perience. Multiplayer begins safely within your 
apartment on Rapture, a fully realized 3D space 
that you can explore at your leisure. In the next 
room, an intercom buzzes into life and a cheery 
voice explains that you've been selected to run 
field trials for a new series of combat Plasmids. 
Your mysterious benefactor is Sinclair Solutions, 
a corporation that is shrewdly profiteering off the 
civil war by rushing their weaponized Plasmid re- 
search straight into combat trials. In other words, 
you're a lab rat for superhuman powers. You can 
stay in the apartment to further customize your 
character's appearance and update your weapon 
loadouts, or head straight into the fight. When 
you're ready to access online matches, you sim- 
ply proceed to the bathysphere and pull the lever 
to begin the matchmaking process. 


GREAT BALLS OF FIRE 
BioShock 2's multiplayer mode shares the same 
control scheme as its single player counterpart, 
complete with a new. dedicate ed melee button that 
will please veterans of Halo and i Call of Duty 4. 
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Between matches, you can visit your apartment to 
customize your character's appearance, fiddle with 
weapon loadouts, and hear updates лп your spon- 
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Though streamlined to accommodate fast-paced 
shootouts, the online play captures much of the 
color of the original BioShock thanks to a host of 
familiar details. The Circus of Values vending ma- 
chines will restock your ammo and Eve, robotic 
machinegun and rocket turrets protect select 
hotspots, and enemies can hack any of the former 
to turn them against you. You can even become a 
Big Daddy by finding a randomly placed power-up 
in the level, which transforms you into a lumber- 
ing hulk with limited mobility but overwhelming 
strength and resilience. Certain details have been 
simplified in the name of fluid online play: your 
health bar slowly replenishes, the hacking mini- 
game is now a simple button hold, and you're lim- 
ited to carrying two weapons and two Plasmids 
ata time. 

Despite the gameplay tweaking, | was gen- 
uinely impressed by how much BioShock 2's 
multiplayer mode is already capturing the look 
and spirit of the original game. More surprising 
is that it seems to be doing so quite comfortably 
within the confines of a fast-paced multiplayer 
shooter. BioShock 2's multiplayer mode is no 
mere hack job—say, an Unreal Tournament mod 


with some Plasmids crudely bolted on. Instead, 
it's a wholly original beast with a level of charac- 
ter customization that is seldom seen in the on- 
line shooter realm. What sets it over the top are 
its Plasmids, which interact with the traditional 
weapons in satisfying ways that will differ from 
player to player. With a little forethought, you can 
plan some devastating one-two punch combina- 
tions: an early favorite was freezing or electro- 
cuting an enemy, then swapping to the shotgun 
to land the fatal blow. In a nod to Call of Duty 45 
much-loved Perks, your three Tonic slots allow 
for further RPG-style specialization. Long-term 
character development is a key focus, so as you 
compete in online matches and complete com- 
bat challenges, you'll unlock more powerful Plas- 
mids, weapons, and other rewards. The goodies ` 
will be doled out over 20 ranks, though senior pro- 
ducer Melissa Miller adds, "we never want players 
to feel that it's the end." And as for post-release 
downloadable content? "DLC is very important to 
consumers," Miller offers. "We understand that 
it's important." 


+ 


characters 
usewife 
turned to Adam as w ly from 
Rapture's emerging ‹ 
mind, she's shooing до 


WET DREAM? 

In a colorful touch, BioShock 2's multiplayer com- 
batants aren't the typical faceless soldiers found 
in other online shooters. Instead, you'll play as a 
superhuman Splicer. Once proud citizens of Rap- 
ture, the Splicers have turned to Adam as a way to 
protect their families from the growing civil war. 
But Adam's corrosive effects have warped their 
bodies and their minds, transforming the Splicers 
into pitiful husks of humanity. It's just one more 
way that BioShock 2's multiplayer experience ex- 
tends the themes. and story of the single-player 
game while creating a unique and compelling uni- 
verse of its own. 


` customizeable, and true to BioShock's 


Competitive mode is shaping up to be a 
pleasant surprise—it's fast-paced, highly 


uniquely warped vision. 


Like a Big Daddy and a Little Sister working to- 
gether, BioShock 2's multiplayer and singleplayer 
modes form a strong, cohesive bond with each 
enriching the experiences of the other. No mat- 
ter which mode you play first, you'll learn vastly 
more about the all-encompassing world that is 
BioShock 2. Between the multiple play modes 
and the parallel timelines, BioShock veterans can 
expect to learn dark new secrets about Andrew 
Ryan, Atlas, Dr. Tennenbaum, the Big Sister, and 
the scariest character of all—you. Rapture beck- 
ons. Will you answer the call? The bathysphere 
departs this fall. 
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a golf club. Melee attacks are now 
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Pistol: A reliable six-shooter that's been im- 
roved and enhanced for BioShock 2's online 
multiplayer, this rapid-fire revolver excels at land- 
ing headshots. You'll be able to unlock powerful 
pistol mods, too, by completing weapon chal- 
lenges during online play. Planned upgrades in- 
clude double ammo capacity, an elongated barrel 
for extra damage, and a charmingly retro tele- 
Scopic scope (take that, Master Chief!). 


Machinegun: Little is known about this 
Tommy gun-like weapon, but it appears in Bio- 
Shock 2's multiplayer as a low-level unlockable. 
Like the other firearms, the machinegun can be 
outfitted with one of several upgrades to further 
specialize its role in your custom-fitted arsenal. 


Shotgun: This pump-action is best used 
to finish off an enemy who is sluggish after 
an Electro-Bolt or a Winter Blast. Unlockable 
weapon mods include a sawed-off stock and 
barrel for close-range punch, a speedloader for 
twice the shell capacity, and a semi-automatic 
firing assembly. 


Other weapons: By increasing your on- 
line rank, you'll unlock more weapons from the 
original BioShock, as well as all-new weapons de- 
signed solely for multiplayer combat. 


MORE BIOSHOCK 2 
on GamePro.com 


m Creator Ken Levine speaks! 
(gamepro.com/20yrs) 


m Rumor: BioShock 3 may revist Rapture 


= HD screen shots and video 


Sid Shuman is suddenly 
looking forward to smash- 
ing fools with his frying pan 
in BioShock 2's multiplayer 
mode. Solo or multiplayer: 
Which mode to play first? 
sid_shuman@gamepro.com 
Twitter.com/sidshuman 
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both old and new. 


Whether you watch Clone Wars or 
not, Republic Heroes will boast a 
potent cast of Star Wars characters 


STAR WARS: THE CLONE WARS - REPUBLIC HEROES 
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Pro Exclusive: Lead a squad of Jedi Knights (or Clone Troopers!) as you 


tear through Star Wars: The Clone Wars—Republic Heroes and discover the 
mysteries lying between the first and second season of the hit TV series. 


By Hugh Sterbakov 


wrong. The Star Wars franchise's never- 

ending assault on the video game indus- 
try rages on when Star Wars: The Clone Wars— 
Republic Heroes storms onto all of the major gam- 
ing systems. This newadventureconnectsthe Clone 
Wars TV series' first two seasons and offers up the 
opportunity to play as Jegi or Clone Troopers. 

Developed by LucasArts Singapore and 
Krome Studios, the teams behind the recent 
Clone Wars: Lightsaber Duels and the promising 
Transformers: Revenge of the Fallen, Republic He- 
roes puts you in control of Jedi or Clone Trooper 


T you thought the saga was over, you were 


AsAjj VENIRESS 
The dual lightsaber-wielding Sith. 
witch made her debut in the 2003 
Clone Wars cartoon and met her ul- 
timate fate'in a jaw-dropping lightsa- 
ber battle with Anakin Skywalker that 
foreshadowed his descent by show- 
ing fans the first time he used a red 
lightsaber. Ventress is an unparalleled 
swordswoman, and the tension rises 
every time she enters the frame. 


squads as they take on perilous missions ripped 
right from the storyline of the TV show. Just like 
that other big-deal Star Wars title from last year, 
The Force Unleashed, Republic Heroes promises 
to deliver an important plot that is pivotal to the 
ongoing space saga. Though specifics are scare, 
the core plot is simple: Jedi and Clones battle the 
Separatists and defend the Republic, just like on 
the TV series. 

"We've worked very closely with Dave Filoni 
and the Clone Wars crew to ensure that every de- 
tail of the game stayed true to the show's qual- 
ity," says Cristopher "Soup" Lee, a producer at 
LucasArts who is not the actor who played Count 
Dooku. "We've even been able to share assets 
from the TV series to add more detail." According 
to Soup, the story begins directly where season 
one of the TV series ends and bridges the gap to 
season two. "You getto see how the heroes grow 
and change between seasons," Soup adds. 


just me, or c ^ 1 the Death Star?” 


In particular, fans of the Clone Wars show have been 
clamoring to find out more about the mysterious Cad 
Bane, a ruthless bounty hunter introduced in the final 
episode of season one—and Republic Heroes will be the 
first place to get those details. "Cad Bane really struck a 
chord with viewers," explains Soup. "He's devious, dan- 
gerous, but also very cool in that classic Star Wars sort 
of way...like most Bounty Hunters, he's not necessar- 
ily an evil character; he's just one who will work for the 
highest bidder." There are new characters introduced 
as well: "Kul Teska, a Skakoan of questionable integ- 
rity, is a villain that we created specifically for Republic 
Heroes," Soup adds. "He's quickly become a favorite 
among the production team." 
Even beyond the story, the de- 
velopment team strived to further 
blurthe line between the game and 
theshow. All ofthe series' voice tal- 
ents are lending their acting chops, 
and the 1940s-style war reports, 
so pivotal in framing the tone of 
the Clone Wars, will appear in the 
game to quickly get players up to 
speed so they can dive right into 
the action. 


ve had dreams that didn't look 
like this, but they weren't as good. 
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Republic Heroes' gameplay will vary significantly 
depending on whether the player chooses to walk 
in the padded boots of the Jedi or the plastoid 
greaves of the clone troopers. "It wouldn't be Star 
Wars if the Jedi couldn't deflect blaster fire with 
their lightsabers!" exclaims Soup. "Each Jedi has 
an easy-to-use combo system for slicing and dic- 
ing enemies, as well as Force powers." Jedi also 
have a new combat ability the developers are call- 
ing “Droid jacking.” A Jedi can jump onto any droid 
in the game, jam his lightsaber into it, and control 
it as if it were a toy. "Droids with laser weapons ef- 
fectively become your own portable shooting plat- 
form, while larger droids are almost unstoppable 
tanks," Lee continues. "The Jedi are flashy and ac- 
robatic, and they're able to change their tactics at 
the drop of a hat— just like in the TV series." 

That doesn't mean the team has neglected the 
clones, however, which you'll now be able to con- 
trol in a dedicated storyline. The Clones' rapid-fire 
methods will be replicated by an option to con- 
trol their blaster aim with the right analog stick, a 
la classic dual-stick shooters Smash TV and Ge- 
ometry Wars. "The Clone Troopers operate quite 
differently from the Jedi in that their gameplay 
really hearkens back to that “old school' idea of 
fast-paced shooting with easy-to-use controls," 
explains Soup. "The controls are designed to let 
anyone become a proficient blaster expert. We're 
also mapping blaster fire to the tridger for those 
gamers who prefer the ‘new school’ trigger-fir- 
ing gameplay style.” Plus, Clones have access to 
an arsenal of weapons, including rocket launch- 
ers and thermal detonators, that emphasize their 
destructive tendencies. You'll be able to hop into 
some Clone War-era vehicles as well. “Players will 
get the chance to drive the Clone Trooper jetpack 
and the ‘chicken walker’ AT-RTs,” Soup says. 


ee 


THE THEATRICS OF WAR 


Meanwhile, the storyline and missions are ripped 
straight from the TV show. "It's really a mix of lin- 
ear gameplay and a nonlinear story,” Soup ex- 
plains. “Like in the TV series, we're constantly 
moving from locations and situations, uncovering 
pieces of the overall story along the way." Play- 
ers can explore different routes within each level, 
Soup adds, "so it's beneficial to revisit past lev- 
els, pick different cHaracters, and experience the 
game from different angles." Though Jedi and 
Clones have unique missions and levels, they'll 
share a broad, overarching storyline that follows 
the sprawling fight from every angle. 

Cooperative play is seeing a major emphasis 
as well. "The PS3 and Xbox 360 versions of the 
game will support both local and online drop-in 
and drop-out co-op," Soup says. There's no on- 
line play for the PS2 or Wii versions, which will in- 
stead retain local splitscreen co-op; the PSP will 
get local ad hoc co-op. But what will really set Re- 
public Heroes' co-op apart is what the develop- 
ers are calling Instant Challenges. "They appear 
throughout the game and offer a chance to take 
part in short competitive bouts while in the midst 
of co-op gameplay," Soup elaborates. "For ex- 
ample, one Instant Challenge has players com- 
peting to see how many droids they can beat in a 
set amount of time." Players can also visit a shop 
where they can buy upgrades or customize their 
character with different items, "including some 
special items that pay homage to classic charac- 
ters you may recognize," Soup hints. 


66 // Jury 2009 // GAMEPRO.COM 
` 


CAD BANE 
Introduced in the final episode of 
season one, bounty hunter Cad 
Bane's brash direct assault on the 
Galactic Senate immediately made 
his mark on the Star Wars universe. 
Bane, styled after archetypal gun- 
slingers of the wild west (specifi- 
cally, Clint Eastwood's Man With 
No Мате), took powerful senators 
hostage and easily manipulated 
Anakin Skywalker before brazenly 
bouncing from Coruscant. Look for 
Bane to make a big impact in Re- 
public Heroes and season two of 
The Clone Wars. 


Heroes will answer a lot of lingering story questions. 


The DS version of Republic Heroes, meanwhile, is actu- 
ally a prequelto the console versions ofthe game. "In the 
DS title, we take some ofthe key events ofthe show's first 
season and allow the player to relive them from a differ- 
ent perspective," Soup says. "We also allude to some of 
the key events that take place in the console version of 
the game." The DS version focuses entirely on the de- 
vice's touchscreen and will make extensive use of stylus 
motions. “Rather than try to squeeze in traditional con- 
trol-based gameplay, we've opted to make almost the 
entire game stylus-based, from combat to movement," 
Soup adds. "Given how differently the Jedi and Clones 
play, we're really happy with how the touch-screen inter- 
face has turned out....it's a very satisfying experience.” 
Star Wars: The Clone Wars—Republic Heroes will 
blast onto just about every console in the galaxy (Xbox 
360, PS3, PS2, PSP, DS, Wii, and PC) this fall. Visit 
GamePro.com for more details...and may the Force be 
with you, young Jedi. 


5 STAR WARS GAMES 
We DESPERATELY Want 


Hardcore Star Wars fans crave these 
particular game premises. Are you 
listening, LucasArts? 


THE ORIGIN OF DARtH MAUL 

How about a GTA-style, open-galaxy action RPG 
tracing the roots of a young Zabrak as he was hard- 
ened by the underworld of the galaxy, through his 
seduction to the dark side by Darth Tyranus and his 
training in the Sith arts? Too much to ask? Heck, do 
it up like Castlevania: Symphony of the Night and 
throw it on the PSP and DS. We'll settle! 


RETURN OF tHE JEDi SEQUEL 

We all know that at some point or another, George 
“the Maker” Lucas gave some thought to Epi- 
sodes VII through IX. Sure, we won't be seeing 
our favorite film characters of all time geezing it 
up on the big screen, but there’s no reason we 
couldn't experience the training of Leia, the birth 
of the twins and the rise of Grand Admiral Thrawn 
in an epic trilogy of video games. Leave out the 
death of Chewbacca, though—Bambi’s mom was 
enough emotional distress on this fanboy for 
one lifetime. 


TIE FiGHÍER REMAKE 

Sure, X-Wing was bad ass, but TIE Fighter was 
one of the coolest Star Wars games ever made, 
and its fans have been without any space combat 
sim love since 1999's yawn-and-it's-gone X-Wing 
Alliance. A decade might as well be a lifetime in 
the world of video games, and the astounding 
visuals of space shooters like the GameCube’s 
Rogue Leader: Rogue Squadron ll—a genera- 
tion old itself—have been a massive gonad- 
squeezing tease for what could be with today’s 
graphical capabilities. 


SUPER STAR WARS TRILOGY REMAKE 
What's the best Star Wars action game ever made? 
Most old-school fans in the 16-bit know will point 
to the Super Star Wars trilogy for SNES. Fans got 
to see Bossk flipping around like a lizard, take on 
Darth Vader in a truly epic lightsaber battle that 
perfectly re-created the duel of Bespin and, for 
the first time, truly felt what it was like to learn the 
ways of the Force. You don’t need to reinvent the 
wheel—just take a 3D action engine that has been 
proven to work and remake those levels that per- 
fectly elaborated on the story of the classic trilogy. 
The classic trilogy, George! Remember? 


THE RisE ОЕ BoBA Fett 

Come on, where is this? Can’t we get 
some Boba Fett love beyond the after- 
thought that was Bounty Hunter? His imag- 
inary badassery still makes him one of—if 
not the—most popular Star Wars character 
of all time, so let's finally see his story play 
out. Could you imagine if this was the 
backbone of a legitimate Dark Forces 


sequel? Forcegasm! Or go bolder 
and have it start with him busting 
out of the Sarlacc pit, and hunt- 
ing down Han Solo for revenge. 
ZOMGWTFBBOPWNROFLOLZ!!! 


20 Years in the Making: After 20 years and 250 issues of 


GamePro, it's come down to this epic moment. п an industry 
that sometimes has more followers than leaders, these 20 titles 
changed gaming forever. By GamePro Staff 


Platform: PS3, Xbox 360, PC 
Year: 2007 


Original review score: Ж k k Ж Ж 


Few titles can claim to be as origi- 
nal, fresh, or memorable as Portal, a 
thinking-man's first-person shooter 
that had no guns at all. 


Why It Was Innovative: 

Portal's perspective-warping game- 
play had players creating wormholes 
in walls, floors, and ceilings in an ef- 
fort to escape the bizarre prison of 
Aperture Science. The fictional re- 
search facility blended its archi- 
tecture with dizzying heights and 
contorted spaces that showed no 
clear linear means of escape. Luck- 
ily, the Portal Gun gave gamers the 
ability to bypass the conventional 
laws of physics, making distance 
and gravity bend to their will with 
ease. When you're "thinking with 
portals," the possibilities are truly 
limitless. In another innovation, Por- 
tal's storytelling used subtle imag- 
ery and darkly comedic dialogue to 
advance the avant-garde plot; half 
the fun of playing Portal comes from 
the haunting influence and dry wit of 
GLaDOS, the rogue АЛ. that guides 
you through the puzzles. Though a 
short experience, Portal left a huge 
impression on the gaming industry, 
with several elements of the story 
deftly crossing into gaming pop cul- 
ture, from the Companion Cube to 
the lo-fi cult song "Still Alive." 
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Platform: Arcade 
Year: 1991 


Original review score: Ж £ Ж Ж Ж 


Street Fighter || not only popular- 
ized one-on-one fighting games, it 
served as the bedrock for almost ev- 
ery fighting game since, from Mortal 
Kombat to Virtua Fighter to Tekken. 


Why It Was Innovative: 
Before Street Fighter ll's earth-shak- 
ing debut in 1991, the fighting game 
genre largely consisted of the mind- 
less beat ‘ет up action of Double 
Dragon or the Zen-like simplicity of. 
Kung-Fu. Street Fighter Il shattered 
these expectations, effortlessly pop- 
ularizing and pioneering the com- 
petitive fighting genre with concepts 
such as rapid combo attacks and 
over-the-top special moves. Even 
Street Fighter II's button layout and 
attack commands, such as Ryu and 
Ken's fireball motions, heavily in- 
spired future fighting games 
whether they were 
2D or 3D in de- 
sign. But Street 
Fighter II's great- 
est assets re- 
main its gameplay 
depth and overall 
character balance, 
two qualities that 
remain widely re- 
spected nearly 
20 years later. 


Platform: Arcade 
Year: 1998 


Original review score: Not Reviewed 


Dance Dance Revolution was (and 
is) a massive hit in its own right. But 
the real innovation in DDR lies in one 
simple fact: it paved the way for the 
entire music game genre and, by 
extension, the world domination of 
Guitar Hero and Rock Band. 


Why It Was Innovative: 
Before DDR, music-based video 
games were a virtually unknown 
niche genre. But 
DDR changed all 
of that with its 
patented “dance 
platform” that 
enabled players 
to bust a move 
instead of busting their thumbs on a 
typical game pad. Part jukebox, part 
karaoke machine, DDR's gameplay 
consisted entirely of bouncing and 
stomping to a musical rhythm. Be- 
cause the game didn't rely ontwitchy 
gaming skills, DDR quietly opened 
video games to an entirely new de- 
mographic: everyone. This ap- 
proach was later refined and 
mastered by the Guitar Hero 

franchise, but Konami de- 

serves the nod for originally 

pioneering and popularizing 
the concept. 


Platform: PlayStation 
Year: 1996 


Original review score: Ж Ж Ж Ж Ж 


Horror wasn't the genre of choice 
for many gamers until Capcom gave 
rise to the original Resident Evil, 
which proudly displayed its B-horror 
movie roots while quietly trailblaz- 
ing a hugely popular game genre 
now called "survival horror." Alone 
in the Dark did it first, but Resident 
Evil made it iconic. 


Why It Was Innovative: 
Instead of most games where your 
weapons and health were as numer- 
ous as the enemies themselves, Res- 
ident Evil put the squeeze on players 
by severely limiting the ammunition 
and items they could carry. Knowing 
that you couldn't afford to waste bul- 
lets or healing herbs made each en- 
emy encounter far more dramatic, 
hammering home the "survival" ele- 
ments of ResidentEvil. Afterthe orig- 
inal Resident Evil revolutionized the 
industry, every other horror game 
creator would meticulously recreate 
the trademarks of the originator: the 
cramped rooms, the claustrophobic 
camera angles, the undead enemies, 
andthe bullet-counting tension. That 
is, until the series re-invented itself 
with the masterful Resident Evil 4, a 
game that set the stage for the mod- 
ern third-person shooter genre and 
games such as Gears of War. 


BioShock 


Platform: Xbox 360 
Year: 2007 


Original review score: Ж k Ж Ж Ж 


#15 Warcraft: 
Orcs 8 Humans 


Platform: PC | 
Үеаг: 1994 i 


Original review score: Not Reviewed 


Though Dune || technically set the 
modern real-time strategy (RTS) 
genre into motion, it was Blizzard En- 
tertainment's Warcraft: Orcs & Hu- 
mans that turned a fringe game style 
into an international sensation. 


Why It Was Innovative: 
Warcraft's original website says it 
best: "Set in the mythic kingdom of 
Azeroth, players are given the task 
of maintaining a thriving economy 
while building a war machine with 
which to destroy the enemy." War- 
craft built upon this simple premise 
by embracing use of the mouse with 
an intuitive graphical user interface. 
Warcraft played a key role in popu- 
larizing the mouse, which was soon 
to become the signature controller of 
all PC games to come. Blizzard Enter- 
tainment capitalized on Warcraft's 
success with more trend-setting se- 
quels and spinoffs, most notably 
1998's seminal StarCraft. Though 
RTS games aren't quite a main- 
stream phenomenon in the United 
States, they enjoy an enormous in- 
ternational following, particularly in 
the Far East. 


A sleeper hit with brains and ideas to spare, BioShock 
was a frightening, action-packed, and gorgeous first- 
person shooter. But the most important thing about 
this best-selling Xbox 360 title was that it gave you the 
choice of being a survivor, a Samaritan, or a malevolent 
menace. 


Why It Was Innovative: 

Morality and free will played major roles in BioShock, 
with the fate of a damned world resting on your feeble 
shoulders. Would you take the easy path to power and 
harvest the Little Sisters who fed off the dying world of 
Rapture? Or would you strive to be Mr. Nice Guy and save 
them instead? Beyond being a kind of virtual Rorschach 
test, BioShock is also enormously influential for advanc- 
ing steampunk chic in the form of its beautiful but decay- 


ing Art Deco environments, as well as for condensing 
highbrow philosophical concepts (particularly Ayn 
Rand's Objectivism) into a gripping, digestible game 
experience. But the real spark in the BioShock experi- 
ence was the realization that you could choose to be 
the hero or the villain, and that killing the protective Big 
Daddies would leave you face-to-face with a helpless 
Little Sister who could do nothing but shiver at you in 
fear. Rescue or harvest: 
What would you do? 


Fantasy VII 


Platform: PC 
Year: 1997 


Original review score: Ж Ж Ж Ж Ж 


Always а trailblazing series, Final 
Fantasy hit its creative and cultural 
peak with the deeply emotional, 
hugely popular Final Fantasy VII. 
FFVII is so influential that its name 
alone is instantly synonymous with 
the RPG genre, while its characters 
and gameplay set the standards and 
stereotypes for countless games in 
the role-playing genre. 


Why It Was Innovative: 

It's more than just big swords and 
spiky hair. Final Fantasy VII was a 
rare game that pushed each of its 
separate components—music, story, 
graphics, and character building—to 
soaring new heights. The story was 
a multi-disc novel that touched on 
serious concepts such as death and 
rebirth, while the graphics stunned 
players with an elegant combina- 
tion of 3D action and steampunk- 
inspired cityscapes. Top all that off 
with an unforgettable cast of char- 
acters, including one of the most fa- 
mous villains in video game history, 
and you've got a classic that touched 
an entire genre of gaming...and an 
entire generation of gamers. Fur- 
thermore, there's a fair argument 
that Final Fantasy VIl’s status as an 
early PlayStation One exclusive gave 
Sony the edge it needed to compete 
in and eventually dominate the video 
game industry. 


Platform: PC 
Year: 2000 


Original review score: Ж Ж Ж Ж Ж 


In The Sims, players ruled. More of 
an interactive dollhouse than a literal 
“дате,” The Sims tasked players 
with managing a virtual family. What 
you actually did with them, though, 
was completely up to you. 


Why It Was Innovative: 

In the Sims, you won't find a sto- 
ryline, a goal, or a cast of charac- 
ters. Instead, you'll find a landmark 
game that allows you to build a vir- 
tual world from the ground up and 
tend to (or torture, or misdirect, or 
ignore) the denizens living inside it. 
You could order your Sim to eat, ex- 
ercise, and pay his bills in orderto be 
happy and popular; conversely, you 
could simply let him rot in his own 
excrement and gleefully take screen- 
grabs. This open-ended quality of 
the game transformed The Sims into 
а monstrous mainstream hit, partly 
driven by its success with female 
players—something almost unheard 
of in 2000. There was no real way to 
win at The Sims, but the satisfac- 
tion of being an omnipotent voyeur. 
watching over a completely custom- 
ized simulated life was yet another 
fascinating innovation from the mind 
of designer Will Wright. 
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#12 Geometry Wars: 
Retro Evolved 


Platform: Xbox 360 
Year: 2005 


Original review score: Not Reviewed 


Sometimes the biggest movements 
begin in the smallest of ways. While 
aterrific retro-styled arcade shooter, 
Geometry Wars' gameplay itself 
isn't revolutionary. Its distribution 
method, however, is another story 
entirely. 


Why It Was Innovative: 

Originally released as a minigame in 
the Xbox title Project Gotham Racing 
2, developer Bizarre Creations later 
remade this spacey arcade shooter 
for the new Xbox 360 as Geometry 
Wars: Retro Evolved. The catch: the 
game was only available as a down- 
loadable title through Microsoft's 
new Xbox Live Arcade service. With 
its low price and instantly gratifying 
gameplay, Geometry Wars: Retro 
Evolved became one of the most- 
played games in Xbox history de- 
spite never showing up as a boxed 
game on store shelves. By eschew- 
ing a traditional retail sales strategy 
and delivering an addictive package 
at a tiny price, Geometry Wars was 
the first tentative step in a move- 
ment that will end in the eventual re- 
tirement of physical discs in favor of 
efficient, affordable, and accessible 
game downloads. ` 


#11 Call of Duty 4: 


Modern Warfare 


Platform: PS3, Xbox 360, PC 
Year: 2007 


Original review score: Ж Ж f ЖЖ 


Finally taking the series out of World 
Warll-era Europe, Call of Duty 4 went 
for the throat with the most realistic 
combat situations possible in Mod- 
ern Warfare. Immersive and intense, 
COD4 went оп to become one of 
the best-selling and most respected 
shooters of all time, rivaling even Ha- 
lo's earth-shaking impact. 


Why It Was Innovative: 

After countless invasions of Nor- 
mandy, developer Infinity Ward fi- 
nally brought Call of Duty to the 
modern era—a decision that was 
controversial at first. Modern War- 
fare fine-tuned the gameplay of the 
Call of Duty series to achieve near- 
perfection while simultaneously 
popularizing RPG elements (select- 
able skills, an experience meter) in 
its trend-setting online multiplayer 
mode. Even the single-player cam- 
paign stands out as a classic, with 
its genuinely surprising plot twists 
(yep, the A-bomb goes off) and sub- 
versive themes (the AC-130 gunship 
scenario remains a darkly humor- 
ous genre high point). Call of Duty 
4's innovations are less splashy than 
other games on this list, but no less 
deserving of recognition. This is a 
damned fine game. 


Platform: Xbox 
Year: 2001 
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#10 Super Mario 64 M #9 Half-Life #8 Wii Sports 


Platform: Nintendo 64 
Year: 1996 


Original review score: Ж Ж Ж Ж Ж 


Super Mario 64 literally invented 
the 3D platformer genre, setting the 
foundation for a hundred games af- 
ter it, including the use of the analog 
stick and camera controls. 


Why It Was Innovative: 
Before Mario 64, Nintendo's mas- 
cot remained trapped in the confines 
of the side-scrolling genre. In 1996, 
Nintendo pulled off the impossible 
by successfully having their mascot 
make the massive leap to a fully 3D 
game for the first time. With the use 
of the Nintendo 64's new analog 
Stick, players could make Ma- 
rio jump, flip, and run like an 
Olympic gymnast, or move 
the camera view for a bet- 
ter angle. While Super 
Mario 64 didn't try a 
lot of "new" things 
that players hadn't al- 
ready seen in a Mario 
game, what it did do was rec- 
reate key features and blow 
them up to gigantic, larger- 
than-life proportions. 
Levels were no long flat, 
cardboard cutouts littered 
with power-ups and Goom- 

bas, but colossal worlds honey- 
combed with secrets and collectible 
items, which added huge incentive 
to replay the levels again and again. 


#7 Halo: Combat Evolved 


Halo forever changed the first-person shooter genre, but subtle gameplay twe: 
it did so quietly with a host of small, brilliant innovations. 
Original review score: Ж Ж Ж Ж Ж Halo proved that hardcore FPS games could not only Í! shielc 
work, but thrive on home game consoles. 


Why It Was Innovative: 


through a [p of 


Before Halo, console Mau shooters 


Platform: PC 
Year: 1998 


Original review score: Ж Ж Ж Ж xi 


There's never been anything quite 
like the original Half-Life, a PC 
shooter that revolutionized video 
game storytelling by abandoning 
the popular concepts of story cine- 
mas and wisecracking one-liners in 
favor of seamless real-time immer- 
sion and a faceless (and therefore 
universal) protagonist. 


Why It Was Innovative: 
Rather than making the player a 
joke-cracking personality ala Duke 
Nukem 3D, Half-Life developer Valve 
Software inverted the formula 
with powerful, genre-rippling 
results that still thrive over 
ten years later. The central 
"hero, Gordon Freeman, 
e has no voice and no per- 
sonality. Therein lies 
the genius: Freeman 
was nothing more 
than an empty ves- 
sel for the player's 
ego. Wisely, Valve Software 
then amplified this design 
decision by eschewing any 
game element that would shat- 
ter their carefully constructed 
alternate reality. That meant all 
storytelling and plot developments 
were seamlessly delivered in real 
time to the player via survivors of 
the Black Mesa alien invasion. To this 
day, Half-Life's vision of the faceless, 
often voiceless hero is the de facto 
standard for much of the action 
genre, and organic real-time narra- 


tives have largely replaced mood- | 


breaking cinematic cut scenes. 


Platform: Nintendo Wii 
Year: 2006 


Original review score: Ж Ж Ж Ж 


If Super Mario Bros. helped Nintendo 
patent the "killer app," then Wii 
Sports redefined the idea, steam- 
rolling over the 2006 holiday season 
to become the best-selling game 
of all time despite being a simple 
pack-in game for the Nintendo Wii. 


Why It Was Innovative: 

With Wii Sports, video games had 
broken the confines of the televi- 
Sion set, as the world exploded over 
the video game accompanying Nin- 
tendo's newest console. The Wii's 
motion controls alone were a huge 
selling point for the system, but the 
ease and accessibility of Wii Sports 
made it a title that literally anyone 
could pick up and play instantly, 
even parents and grandparents who 
had never played a video game in 
their lives. Surprisingly enough, Wii 
Sports still outclasses many newer 
Wii games in raw gameplay value, 
with responsive motion gestures 
and appealing gameplay that has 
propelled the Wii as a sought-after 
gadget for families, roommates, and 
couples. 


#6 LittleBigPlanet 


Platform: PlayStation 3 
Year: 2008 


Original review score: * * * Ж * 


LittleBigPlanet's prom- 
ise of “user-created 
content” ushered in a 
new way of thinking 
about video games, giv- 
ing players the tools 
they needed to eas- 
ily construct their own 
playgrounds. 


Why It Was 


Innovative: 

Whether you played the 
excellent pre-built lev- 
els or delved straight 
into the PlayStation Net- 
work's populous vault of 
community-built areas, Media Molecule's LittleBigPlanet oozes creativity. A 
simple Mario-style platformer on the surface, LittleBigPlanet was in actual- 
ity a game construction set for the masses. Using a simple pointer-based 
interface, players could dramatically alter the physics and geometry of any 
given level quickly and in real-time, even when playing with others. This 
gave players free reign to build pretty much anything, from an original mas- 
terpiece to a tribute to another game. Though the noise far outweighs the 
signal in terms of downloadable level offerings, LittleBigPlanet’s commu- 
nity-centric approach and adorable characters have brought more innova- 
tion to the platformer genre than any game since Super Mario Bros 3. 


[#4 Shadow of the Colossus 


Platform: PlayStation 2 
Year: 2005 


Original review score: * * * * У 


Shadow of the Colossus sold fewer 
copies than nearly any other game 
on this list, but its ability to stir up 
emotion and wonder elevates it to 
the status of art. 


Why It Was Innovative: 
Many video games include enemy 
bosses that dwarf the main charac- 
ter, but Shadow of the Colossus took 
that unappreciated sense of scale 
and expanded it as far as it could go. Even on the outdated PlayStation 2 
hardware, gamers still marvel atthe sheer size of the Colossi, the titular race 
of creatures that make up the entirety of the gameplay experience. There 
are no rank-and-file enemies, just the Colossi. In order to kill a Colossus, you 
have to cling to its enormous body and crawl, shimmy, and tumble to one 
of its weak points where you can stab it with your tiny sword. It's here, with 
your sword poised for the killing thrust, that the game begins to work its 
magic. Why, exactly, are you killing these giants? Some of the Colossi even 
appear downright docile, attacking only when provoked by your actions. 
This moment can inspire sympathy and even a twinge of...is that doubt? Or 
regret? Butthen the moment passes, you slay the beast, and all 5000 tons of 
the Colossus comes crashing to the ground in a scene of jaw-dropping maj- 
esty and exuberance. Shadow of the Colossus is a work of brilliance that rep- 
resents an emotional high point for the video game medium. 


Platform: PlayStation 
Year: 1998 


Original review score: * * * $ * 


Metal Gear Solid set a new bar for cinematic storytelling in games, creating 
a shadowy world of intrigue and deception amidst an environment where 
stealth was the only winning strategy. 


Why It Was Innovative: 

In Metal Gear Solid, players took control of rogue operative Solid Snake and 
quietly sneak past enemy guards rather than kill them and risk alerting re- 
inforcements. Though the stealth gameplay was itself revolutionary in its 
depth and accessibility, Metal Gear Solid's found even bigger success in its 
intricate and surprisingly dramatic storyline, which was told through a se- 
ries of letterboxed short films that touched on topical themes from the psy- 
chology of war to cutting-edge technology. And despite the crude graphics 
and occasionally stilted dialogue, creator Hideo Kojima's vision of a play- 
able action film shined through, thanks in part to stellar voice casting as well 
as clever art direction 
and cinematography. 
Metal Gear Solid was 
a cultural milestone . 
for video games, pro- 
viding more proof of 
the medium's poten- 
tial to move hearts 
and minds, not just 
fingertips. 


[#3 World of Warcraft | 


Platform: PC 
Year: 2004 


Original review score: * * * * 4 


Blizzard Entertainment created 
an entire planet inside of a video 
game, and the result was a revo- 
lution. This online game was so 
game-changing that it instantly le- 
gitimized the entire genre of mas- 
sively multiplayer online (MMO) 
games and, ultimately, earned a 
subscriber roster that outnumbers 
some European countries. 


Why It Was Innovative: 
How many games have been so addictive and engaging that 
entire subcultures are created around it? World of Warcraft 
was by no means the first MMO, but it was the game that per- 

fected the rules and the experience, with a richly detailed, 
persistent universe for players to explore, and constant 
expansions ensuring that their characters would con- 
tinue to grow and change as the game aged. Since 
the game's best treasures and biggest quests of- 
ten required dozens of players to band together, 


side and outside the world of Azeroth, 
human element the secret heart of w 
of Warcraft. 5 


арзгар 
Innovative бат 


Platform: PlayStation 2 
Year: 2001 Ñ Ñ 1 
Original review score: Ж * Ж Ж Ж 


Rockstar's smash-hit Grand Theft Auto III blindsided the world in 2001, sell- 
ing so many copies that it almost single-handedly propelled the PlayStation 
2 to hardware dominance. Its chief contributions were that it granted the 
player almost unlimited freedom and instantly popularized non-linear 
"sandbox" gameplay. 


Why It Was Innovative: 

“Go anywhere and do anything." That wasn't a familiar concept to gamers 
in 2001, who were usually given a clear starting point and finish line in their 
games, be it a checkered flag or a "Level Complete" message. Grand Theft 
Auto III hit players with a one-two punch, dropping gamers into a huge vir- 
tual city that completely abandoned the concept of levels and rules. With a 
sprawling 3D Liberty City sitting at their fingertips, players were suddenly 
free to explore at their own pace, take on amusing side quests, look for Hid- 
den Packages...or if, they wanted, beat up civilians and blow up the cops. For 
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As it turned out, the idea of doing anything proved irresistible to players, 
who oftentimes ignored GTAIII's central storyline missions in favor of sim- 
ply goofing around. GamePro senior editor Sid Shuman remembers his first 
experience with Grand Theft Auto lll: "I remember playing GTAIII for the first 
time and feeling like | had been struck by lightning. | knew right away that | 
was seeing a revolution, and that the effects would be huge for the indus- 
try." Revolutionary, but also influential. For years following GTAIII's release, 
dozens of new games adopted the same sandbox play style that GTAIII had 
perfected. But it was a testament to Rockstar North's talent that virtually all 
of these games were revealed to be shallow clones that lacked the wit and 


the first time, anything was possible. 


vision of the originator. 


Platform: PC 
Year: 1993 
Original review score: Not Reviewed 


Doom wasthe "it" momentfor video games, a per- 
fect convergence of technological and gameplay 
innovation that blew the doors wide open on the 
embryonic medium of video games. Doom was fi- 
nal, undeniable proof that video games were the 
future of state-of-the-art entertainment. Over the 
last 15 years, Doom's influence on the industry— 
and on modern video gaming—has been nothing 
short of seismic. 


Why It Was Innovative: 

Doom’s key revelation was to place a player in- 
side of the game's world, transforming him from 
a detached observer to a real-time participant 
surrounded by 360 degrees of danger and men- 
ace. Playing Doom on your PC screen was like 
living another life, like being the hero instead of 
awkwardly controlling his actions. Doom's pre- 
decessor Wolfenstein 3D had employed a similar 
first-person perspective to groundbreaking ef- 
fect, but Doom was light years ahead because it 
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wove a tapestry of art and sound, light and dark- 
ness, color and texture in a way best compared 
to film and television. In this era, the concept of 
“gameplay” mostly consisted of bombarding the 
player with robotic enemy patterns to be memo- 
rized and exploited. But with Doom, for the first 
time players had to adapt in order to survive as 
Doom's demonic cast prowled and attacked with 
malevolent intelligence (intelligent for the time, 
anyway). Another innovation: Doom's environ- 
ments were practically characters onto them- 
selves, reacting to the player's presence by 
cutting the lights or opening a hidden door to 
trigger unease or panic in the player. Doom was 
alive, and it was dangerous, and the result was 
the most realistic and compelling virtual world 
ever created. And though countless games 
have vastly improved on Doom's graphics and 
gameplay, Doom was the wellspring that shaped 
the industry. 

Doom's unprecedented immersion was only 
the beginning of its contributions to video gam- 
ing. Doom also introduced the world to the con- 
cept of online multiplayer gaming by enabling 
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players to connect remotely over phone lines and 
play cooperatively or competitively (coining the 
term “deathmatch”). Then there was the popu- 
larization of the “shareware model” of game dis- 
tribution, which gave away the first chapter of 
Doom for free and encouraged players to pony 
up to buy the rest of the game. Sound familiar? It 
should—that “try before you buy” spirit lives on 
in downloadable game demos on services such as 
Xbox Live and PSN. Finally, even Doom’s creators, 
Texas-based independent developer id Software, 
set an important precedent by embodying the in- 
die game development movement that is still so 
vital to the creativity of the industry. 


Bored? Plau Free Flash Games 
& on GamePro.com / 
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totem pole, football 
non itis today with- 


id breathe the sport. year-round and it's proven 


NFL's success as both a sports league and as a à 


puted. 


the brutal yet cum sport ofM MMA what Madden did for football: 


. real sport. A self-confessed UFC сь was bonis awan 
game, as | see when you dios. his full review. 


| and pop-culture cachet but Undisputed i isa ae 


direction for the fledgling sport. It'll help legitimize th sport inthe 
eyes of a mainstream audience while also giving gamers a chance У 


to kick some virtual ass in the Octagon. 


GAME REVIEWS: 


Battlestations Pacific (Xbox 360) 


Bionic Commando (Xbox 360) 
Boom Blox Party (Wi 
Knights in the Nightmare (DS) 


Indiana Jones and the Staff of 


Plants vs. Zombies (PC) 

Rock Band Unplugged (PSP) 

The Sims 3 (PC) 

UFC 2009 Undisputed (PS3, Xbox 360) 


X-Men Origins: Wolverine (PS3, Xbox 360) 
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VIDEO GAME CUFFLINKS 


This month, we take a look at one of the strangest video 
game accessories we've ever seen: cufflinks shaped like 
Guitar Hero controllers. 


ufflinks are not an accessory that most gamers own; heck, most of the 

GamePro staff didn't even know what а cufflink was. (According to 
Wikipedia, "a cufflink is a decorative fastener worn by men or women to 
fasten the two sides of the cuff on a dress shirt or blouse.") So we were 
a little puzzled when we got in a pair of cufflinks shaped like Guitar Hero 
controllers. At first, we all thought it was a little ridiculous: if you have 
to wear cufflinks out somewhere, chances are you're attending an event 
where Guitar Hero isn't an appropriate topic of conversation. But the more 
we thought about it, the more we realized that there's an actual market 
for these things. Think about it: despite the unfortunate stereotype that 
gamers all a bunch of awkward shut ins, the reality is that gamers are just 
normal people who do normal things like attend weddings and other for- 
mal functions. So what better way to gussy up your outfit and show off 
your gamer cred than with these sweet little cufflinks? 

If Guitar Hero isn't your thing, the company also has cufflinks shaped 
like PS2 and Wii controllers. We were sent samples of those as well and just 
like the Guitar Hero cufflinks, the PS2 and Wii versions are finely crafted 
and have a ton of detail. So if you ever find yourself invited to a WoW 
themed wedding or the bat mitzvah of a hardcore gamer, you'll definitely 
want to show up rocking a pair of these cufflinks. 


GAMEPRO's RATING SCALE 


Behind the Stars 


r The best of the best. If you don't own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 
4.5 to 5 Stars 


№ * Highly enjoyable, but falls short of true greatness. 
The Fight Nights and Tony Hawks of the world. 


3.5 40 4 Stars 


lr * Ж Approach with caution—try before you buy. Enter the Matrix 
and the Dynasty Warriors games fall squarely in this category. 


2.5 to 3 Stars 


К Ж Ь * Should come with a sticker: “Warning, contains poisonous 


amounts of suckage.” Remember Backyard Wrestling? О 


higher are awarded our coveted 
Editors' Choice Award. 


1.5 to 2 Stars 


* * * * * An absolute insult to humanity. 


4 Killit with fire апа holy water. 
/ Oto 1 Star 
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MMA bouts have three discrete stages. Here, the combatants 


exchange punches and kicks in the striking phase. 


UFC 2009 UNDISPUTED 


rowing sport of MMA finally gets its Madden 


The rapidly 
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ixed Martial Arts, specifically the UFC, 
M has fought its way into the mainstream 

over the past four years, with the in- 
evitable action figures, DVDs, and other kinds of 
merchandise hitting the shelves. What ММА has 
been missing, however, is a video game that truly 
does the sport justice; past efforts were passable 
but the sport needed its own version of Madden 
to help grow its audience. Fortunately, THO and 
Yuke's, known for their skillful handling of the 
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WWE franchise, has delivered а title that perfectly 
captures the spirit and vibe of the brutal yet com- 
pelling sport—UFC 2009 Undisputed is a title that 
both hardcore fans and novices alike can embrace 
and has the potential to make UFC a household 
namea ng gamers. 


IN THIS CORNER... 
The most immediately noticeable thing in Undis- 
puted is the absolutely gorgeous character mod- 


The standing clinch phase sees the fighters locked in a standing } 
position; this phase usually leads to the ground game. 


els of the UFC's stars. It's no exaggeration to say 
that the game achieves a level of character de- 
tail that no other MMA game has. Fighters are a 
spitting image of their real life counterparts with 
few expections—the main quibble | had was that 
Mirko Cro Cop’s torso was too chiseled to be true 
to life. But for the most part, the developers per- 
fectly modeled the fighters d: to the smallest 
detail. The virtual version of legendary heavy- 
weight Antonio Rodrigo Nogueira, for example, 
has an exact replica of the large indentation that 
the real Nogueira sports on his back (it was the re- 
sult of a childhood accident). 

The game's presentation is also spot on: prefight 
festivities are identical to an actual UFC broad- 
cast; the only thing missing are the fighters' en- 
trances, as the combatants automatically start off 
inside the Octagon. Bruce Buffer bellows out his 
trademark introductions while well known refer- 
ees oversee the action. In a welcome move, there 
is no HUD interface displayed during the fights. 
It's fun to look at each fighter for clues to their 
overall health (cuts, bruises, deep breathing, hold- 
ing their hands low) instead of merely watching a 
status bar tick down. 

The in game commentary is just as impres- 
sive. Play-by-play man Mike Goldberg and color 
commentator Joe Rogan contribute a stagger- 
ing 36 hours of audio and feed off each other for a 
very strong interlaced dynamic. Rogan in particu- 


larhas many interesting stories on the fighters and 
their backgrounds. It's entertaining to just listen to 
what he knows about some of the lesser known 
guys that don't typically grab the headlines. 


LET's GET READY To... 

Undisputed also sports a deep set of modes to 
keep even the most ardent UFC fan occupied for a 
long time. Career mode consists of creating your 
own fighter and bringing him up from the depths 
of the UFC talent pool to the championship over a 
seven year career. The create-a-fighter options are 
generally as deep as you've come to expect, with 
discrete fight styles dictating the nature of your 
offensive and defensive capabilities. A Muay-Thai 
fighter, for instance, will rely on strong strikes to 
wear down an opponent while a Brazilian Jiu-Jitsu 
fighter will rely more on takedowns and submis- 
sion holds. Undisputed does a great job recreat- 
ing each fighting style, which really opens up a 
ton of in-fight options. It would have been nice to 
have more options in terms of cultivating an indi- 
vidual fighter's personality, however; being able 
to choose prefight staredown poses and post 
fight celebrations would have been a nice little 
cherry on top. 

Guest trainers and fighters can be brought in to 
your camp to teach your budding star new tech- 
niques. After a few successful sessions, more 
advanced attacks and transitions are unlocked 
within your fighting discipline. This is an excel- 
lent way of learning all of the options at your dis- 
posal—it acts as a cleverly disguised tutorial that's 
built into the game itself. Like the create-a-fighter 
options, the career mode is straightforward and 
fun, though it doesn't have a lot in the way of ex- 
tra fluff. Some players may prefer the "no frills, 
all business" approach but others may wish for a 
more engaging and novelty filled experience out- 
side the Octagon. 

Classic Fights mode challenges you to recre- 
ate similar endings to significant fights from UFC 
history. Rachelle Leah introduces the classic fight 
along with the original prefight hype video; the 
mode does a good job reminding us why these 
fights are such important parts of UFC's short 
history. The reward for completing each chal- 
lenge is a highlight package of the actual fight 
but | sort of wish they had included footage of 
the entire fight instead. 


UFCiNG is UFBELIEVING 

UFC 2009 Undisputed does have a couple of is- 
sues that keep it from being a MMA-fan's dream 
come true but itis still a tremendous title that will 
make any fan of the sport proud. While it comes 
up а little short in terms of extra bells and whis- 
tles, the developers spent a lot of time refining 
the gameplay and control scheme, which is what 
matters most in the end. Instead of a watered- 
down product that tried too hard to appeal to a 
mass market audience, Undisputed manages to 
remain 100 percent faithful to the product and 
look spectacular while doing so. It not only man- 
ages to deliver the game the UFC faithful have 
been longing for but adds an entirely unique and 
excellent experience to the broader fighting game 
genre, which is why it’s also a title that non- MMA 
fans should look into. Who knows, you might just 
find yourself becoming a dedicated supporter of 
this fantastic sport.—Caleb Newby 


š Taking your opponent to the mat opens up a lot of tactical opportunities; 
you can put them in a vulnerable position and deliver several blows or 
lock them into a submission hold for a tap out. 


UFC PRIMER 


New to MMA? Here's a quick guide 
on the three discrete stages of an 
MMA fight along with notes on how 
Undisputed handles each. 


STRIKING 

Striking is the stage where the two combatants 
face off against each other to trade punches and 
kicks as well as knee and elbow strikes; it leads 
directly to the other two stages described be- 
low. This stage is, without a doubt, the easiest 
aspect of Undisputed to understand. Each limb 
is mapped to its own button to control kicks and 
punches. At the simplest level the game auto- 
matically calculates the type of strike thrown 
based on the distance from your opponent 
while button modifiers deliver different types 
of attacks. Standup battles often end in a war 
of attrition after a fighter sustains enough cu- 
mulative damage to be "rocked". During this 
period the dazed fighter must avoid further 
punishment while regaining his senses or risk 
a referee stoppage. True to life it sometimes 
only takes one strike to end a fight, particularly 
a counter punch, a game mechanic that should 
keep overly aggressive players a little more 
tempered or risk losing fights otherwise well 
in hand. 


CLINCH 
When the two opponents get in close and lock 
bodies in a standing position, the game shifts 
into clinch grappling. The clinch game is an inte- 
gral aspect of MMA bouts but it's often an inter- 
lude between striking exchanges or a takedown 
attempt. All fighters are able to engage in the 
body clinch where the focus is on jockeying for 
arm position and working takedowns or separat- 
ing back into striking range. Based on your fight- 
ing style the tactics in the clinch can vary greatly. 
Jiu-jitsu specialists can look for flying armbars, 
wrestlers have powerful slams and judokas uti- 
lize flashy throws. 

One of the most interesting twists is the 
Muay Thai clinch, which is only available to 
fighters specializing in Muay Thai. When caught 


in the Muay Thai clinch, you'll absorb power- 
ful knees to the body and face; in order to es- 
cape, you'll have to flick the right analog stick 
in the opposite direction in which you're being 
flung. The timing window for this is small so it 
can feel like a guessing game but you can ham- 
mer short punches to your opponent's face until 
he's forced to break his hold. All in all, the mixed 
and matched fighter styles lead to unique strat- 
egies for fighters while tied up in the standing 
clinch mode. 


GROUND 

The ground game is the most complex fight- 
ing stage in Undisputed. When two fighters go 
to the ground, it opens up a world of possibili- 
ties for both combatants. One fighter is almost 
always in a position of dominance but even if 
you're at a disadvantage, you can reverse your 
fortunes with smart positioning and timing. This 
mode is difficult to grasp but stick with it and 
you'll see that there is a deep and complex sys- 
tem of reversals, transitions, strikes and submis- 
sions to master. 

It'S a welcome surprise to see so many 
authentic maneuvers represented. Wrestlers 
posture up and rain down clubbing blows 
onto their opponents looking to ground and 
pound a win while the jiu-jitsu artists are able 
to throw out all manner of sweeps, reversals, 
and submissions attempts. The ground game 
is accurately represented in Undisputed and 
it's just one example of the dedication that the 
developers put into crafting a title that stays 
true to the sport. 


FUN FACTOR : 


PROS: Outstanding visuals and play by play 
commentary; gameplay is exciting and true to 
the sport; detailed and authentic presentation 
of a UFC event. 


CONS: Extra gameplay modes would be wel- 
come; career mode could use a little more 
beefing up outside the Octagon. 


You won't have much trouble finding ammo for your pistol, but sending 
grunts falling to their doom is more satisfying than any headshot. 
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BIONIC COMMANDO 


You don't need to sling webs or wear fancy pajamas to swing a 
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s a kid, | biked five miles just to rent the 
Д: Віопіс Commando оп the NES 

and | played it straight through in а sin- 
gle day. Over twenty years later, my enthusiasm 
for swinging around an urban jungle gym like 
a half-mechanical Tarzan hasn't waned one bit. 
Ней, | can feel my pulse climbing before | get the 
disc into the machine. 


== 1 


The Моћоје boss will surround you with laser-created fires, tunnel toward 
you at high speed, and generally do its best to make your life difficult. 


SWAN DIVING 

Only five years have passed in Nathan Spencer's 
world, but times are tough. An explosion has 
turned the once stable concrete and asphalt ave- 
nues of Ascension City into a flooded and irradi- 
ated mess of teetering architecture and crumbling 
highway interchanges. After picking off introduc- 
tory goons, my dreadlocked hero surveys the city 


The Mohole. 
HEAVY PUNEH 
LIGHT PUNCH 
№ Jump 


from the exposed edge of an office building. | take 
a deep breath, launch out into open space, and the 
ground hurtles toward me. My iron boots guaran- 
tee that | won't die from any impact, but l've got 
higher aspirations than mere survival. | hold down 
the trigger that controls my mechanical arm, an: 
hope for the best. 

The balletic swoops and lingering airborne 
hang times that follow are undoubtedly the great- 
est joys | found in Bionic Commando. Water, radia- 
tion, and mine fields mark the boundaries of each 
beautiful environment, and discourage my bolder 
attempts at exploration and collectible gather- 
ing, but GRIN has filled even the most arbitrarily 
cordoned path with opportunities for deeply sat- 
isfying superhuman gymnastics. | occasionally 
became frustrated with some instances of frame- 
rate slow-down, frugal checkpoint placement, and 
downright sadistic platforming, but | never once 
got tired of swinging from ledge to street sign to 
tree limb with the aid of wonderfully intuitive but 
unobtrusive visual indicators. 


POPULATION CONTROL 

There's more to well-rounded gaming satisfaction 
thanthe pleasure of movement, though. Ascension 
City's villains must have been hit hard by the reces- 
sion, because they come т surprisingly few flavors, 
and the majority are trained to do little but run and 
shoot п your general direction while they await the 
merciful release of death. Grunts are only trouble 


when they show up by the dozen, flying Polycraft 
gunners can't seem to track you around a corner, 
and the hardest blue armored Biomech beast is a 
breeze to kill once you realize it's limited to maybe 
three different canned behaviors. Even the boss 
battles are more about pattern recognition and ex- 
ploitation than any swing-and-gun finesse. 

On the other hand, we're talking about a sequel 
to one of the great side-scrolling shoot-em-ups 
of the ‘80s. Maybe such patterned behavi: 
tended as an homage to the design procl 
lost age. In all fairness, there are a truly ridiculous 
number of ways you can dispatch these swarming 
opponents, however thick-headed and repetitive 
their tactics might be, and hearing Mike Patton (the 
Faith No More frontman voices main character Na- 
than Spencer) shout yell ^yeah!" aftera particularly 
gratifying manuever never gets old. Grab a goon's 
face with your fist from a distance and "zip kick" 
him into next week, pound the ground from a great 
height to thin a crowd, smack debris into nearby 
assailants, or "kite" a car and whip it into distant 
ones. You'll have an easier gaming experience if 
you rely on predictable projectile weapons with 
fancy names, like the HIKER shotgun and Bulldog 
grenade launcher, but you'll have more fun if you 
eschew them in the name of bionic melee grace, 
and make a point to attempt a long list of optional 
combat challenges. 


THE BiG PICTURE 

Bionic Commando occasionally works surprisingly 
hard to get your jaw to drop. A section of highway 
disintegrates here, a giant snake erupts from the 
ground there, and you'll hop from plane to plane in 
a truly stunning (and yet fundamentally simplistic) 
sequence that'd bankrupt any Hollywood studio. 
But the flow of adrenaline is simply too inconsis- 
tent to earn the game a place with the classics. 
For every intense set-piece battle against a boss 
or battalion there's an inexplicably long section 
of uneventful cave-traversing, or yet another relay 
to track down and hack with the push of a button. 
The big battles reward you with true spectacle; the 
other business rewards you with unnecessary ex- 
pository text and frequent load screens. 

Even multiplayer is a strange blend of inspira- 
tion and worn convention. Players boast arms that 
stretch significantly farther than Nathan's, so each 
of the detailed and delicately balanced maps be- 
comes a zoo populated by brightly colored and in- 
credibly agile high-tech spider monkeys. Tragically, 
you're limited to plain vanilla deathmatch, team 
deathmatch, and capture-the-flag modes with just 
eight participants. Where are the swing races, the 
free exploration mode, and the ability to toss debris 
at each other? Where's the imagination that even- 
tually surfaces to give the solo campaign the most 
memorable final minutes we've seen in months? 


Once you've deactivated a minefield by hacking a 
relay, there isn't much doubt which way to head 


next. Try not to fall into any bottomless pits. 


There's usually no shortage of stuff lying around to throw at people, but 
a well-placed grenade in a tight space can save your hide in less time. 


GoiNG COMMANDO 

Bionic Commando never develops its own ideas 
far enough, or flies quite as high as it should, but 
it still manages to be a wonderfully unique and en- 
joyable swing-set action adventure. The grappling 
mechanic is a well executed and interesting con- 
cept but it's a shame that the game isn't consis- 
tently great. Still, | can't help but keep my fingers 
crossed that the next chapter won't take another 
twenty years to appear.— Cameron Lewis 


toire; crisp and detailed graphics; spectacular 
moments; challenge/reward system. 


CONS: Limited enemy and environment 
variety; some poor checkpoint placement, 
unimaginative multiplayer; throwaway story. 


The combat controls are iffy but it's fairly easy to pull out Indy's whip and 


snare an opponent for some in-close fisticuffs. 


tures in order of best to worst, ГА put The 

Last Crusade at the top—that's an easy de- 
cision. The second best Indy adventure is just 
as easy to name: it's LucasArt's fantastic point- 
and-click adventure title, The Fate of Atlantis. 
The great news is that this classic is available 
as an unlocked reward on the newest Indy ad- 
venture, Staff of Kings. The bad news is that 
Staff isn't exactly Indy's finest moment. It's a 
heck of a lot better than Kingdom of the Crystal 
Skull, though. 


| fI had to rank all of the Indiana Jones adven- 


No SHIA LEBOUF AT LEAST 

Here's what | liked about Staff of Kings: it's got 
an interesting premise that sees Indiana Jones 
questing after the titular artifact (for the bib- 
lically challenged, the Staff of Kings is, in the 
game anyway, the staff Moses used to part the 
Red Sea). There were also points in the game 
when | truly felt like a rough-and-tumble ad- 
venturer scouring ancient ruins in search of 
treasure; there are also gun-oriented sections 
that were thematically unrealistic—Indy rarely 
used guns—but still entertaining. And, as | 
mentioned before, there is a pretty sweet re- 
ward waiting at the end of your adventures in 
the form of The Fate of Atlantis. (Sorry to go 
off-topic but | really hope LucasArts decides to 
give classics adventure titles like Maniac Man- 


sion, Day of the Tentacle and Full Trottle the 
same treatment. | also hope whoever owns the 
old Sierra On-line properties takes notice and 
puts out a compliation disc. The Wii is ready- 
made for these types of games.) 

Now, here's what l didn't like about Staff of 
Kings: the visuals are straight out of the PS2 era 
(ironically, there is a PS2 version), the controls 
are insanely unreliable, especially in the com- 
bat sequences when you're often surrounded 
by multiple enemies, and the puzzles are far 
too simple (it's less Archeology 101 and more 
Treasure Hunting for Dummies). The check- 
point system forces you to replay through too 
many sections after you die, and you can't skip 
cutscenes, which is practically unforgivable. The 
storytelling is also lacking, with no clear exposi- 
tion between one level to the next. | never really 
understood the mystery behind the Staff or why 
the bad guys even wanted it in the first place, but 
| guess being an evil Nazi is its own motivation. 


TIME FOR ADVENTURE 

And yet, | have to admit that | still enjoyed the 
seven hours or so it took me to finish it. | often 
found myself frustrated and | rolled my eyes a fair 
number of times at the lame story, but the devel- 
oper does a good job of switching things up. Even 
if you are doing the same four things over and over 
again, the game manages to keep you interested 


long enough to convince you to complete the level 
and move on. | think the game suffers from being 
tied to such a beloved franchise—we expect a lot 
out of Indiana Jones so anything short of an epic 
adventure is seen as a letdown. That's what hap- 
pened to Crystal Skull and that's what happened 
to Staff of Kings. 

Still, it's an enjoyable way to waste away 
the weekend, especially for casual Wii own- 
ers who are looking for a challenge; hardcore 
gamers, on the other hand, will scoff at the 
game's 'puzzles' but as long as you don't go in 
expecting the second coming of The Last Cru- 
sade, you'll be fine.—Tae K. Kim 


FUN FACTOR : 


PROS: You can unlock the classic adventure, 
The Fate of Atlantis! The game also keeps 
things interesting enough until the end. 


CONS: Unreliable controls; weak storytelling; 
too much emphasis on combat; puzzles are 
too simple. 


The new “Lifetime Wishes” concept puts your Sim on a long-term career 
path. This Sim has obviously set her sights on the stars. 


THE SIMS 3 


(Virtual) life is much sweeter when you're a Sim. 


s 8 Publisher 


hen | first started playing The Sims 3, it 
was seven o'clock at night. When | next 
looked up from my computer to check the 


time, it was 7:30—the next morning. That's when | 
knew that, once again, | was hooked on the Sims. 


1 Ам WHATI Ам 
Longtime Sims fans will Бе т for a treat from the 
minute they boot up Sims 3 but even newcomers 
will find something to like; in fact, this title might 
be the most user friendly Sims experience thanks 
to some great tweaks to the interface. The char- 
acter creator is easier than ever to use but it still 
manages to offer up a wealth of customization op- 
tions. You can style your Sims any way you want, 
from the color of hair roots to the material of their 
shoes—no detail was overlooked. The new per- 
sonality system is also great, allowing you to mix 
and match five different traits your Sims will take 
on; these range from good traits like 'enthusiastic" 
and "creative" to negative traits like "kleptoma- 
niac" and "slob." After molding your Sims, you are 
then given a few career paths or "Lifetime Wishes" 
that fit the mixture of traits you chose. This means 
that if you create a workaholic Sim, you have a shot 
at eventually becoming a corporate CEO; create a 
charismatic Sim and your career path may take 
you on the road to becoming a world-famous spy. 
After playing dress-up, it's now time to buy a 
new house which you can get either furnished or un- 
furnished. The customization options here are even 


more detailed than in the character creation tools. 
From the carpet and walls to the refrigerator or even 
a telephone, you can choose the patterns, colors, 
fabrics, and just about everything in between. And 
anal-retentive fans will love this: furniture can now 
be placed diagonally or in half-tile increments that 
make it possible to center everything properly. Yes, 
for us true Sims fans, it's the little things that count. 


UPON A STAR... 

As Sims work toward their "Lifetime Wishes," 
they will have smaller wishes that they hope to 
fulfill along the way, such as sucking up to your 
boss or leveling up your guitar skills. Each time 
your Sim completes a wish, you are given points 
to spend on upgrades that make life easier. You 
might be able to perform better at work or make 
friends more easily, but more importantly, there 
are some rewards that will allow you to worry 
less about several daily maintenance needs (like 
the steel bladder, which cuts down on bathroom 
breaks). Unfortunately, not all of those needs can 
be turned off completely. 

Sim interaction is deeper this time around, al- 
lowing for more of a personalized experience. In- 
stead of the standard "chat" or "joke" selections, 
your interaction options change in real time, de- 
pending on what's currently going on in your 
Sims' lives. If your Sim just received a promotion 
or has a crush on another Sim, you can talk about 
those very things to others. If your Sim just read 


a book or watched TV, you can ask other Sims 
whether they liked the book or show. 


ALL WORK, ALL PLAY 

Overall, Sims 3 is definitely a huge step in the right di- 
rection with all the improvements it offers. | would've 
liked more of a true story mode, like we've seen in 
the console versions or in the Stories series. And 
at times, | was reverting back to the mundane "eat, 
sleep, work, eat, sleep, work" cycle that | thought 
we'd be done with by now (though this micromanag- 
ing is way more streamlined now). But Sims 3 allows 
players to play the way they truly want, way more 
than they ever were able to do before. It's is a must 
for any fan, and the new features will win over many 
new hearts to the Sims franchise.—Raychul Moore 


FUN FACTOR 


PROS: Best customization in any Sims game we 
have ever seen; a ton of replayability; there is 
always something to do in the game. 


CONS: Micromanaging daily needs (bladder, 
energy, and hunger) still plays a significant 
role and is not easily locked or turned off. 


Pacific features a campaign told from the Japanese perspective 


that lets you engage in a series of “what-if” battles. 


BATTLESTATIONS: PACIFIC 


Whet 
pM — 


attlestations: Midway's surprising mix of 
H action and strategic warfare set in World 

War II struck a chord with simulation junk- 
ies back in 2007, but a couple of issues—namely 
a steep learning curve and lack of extensive con- 
tent—kept it from making an impact with the 
general gaming populace. Luckily, the sequel Bat- 
tlestations: Pacific is a meatier, more accessible 
experience that better conveys the sensation of a 
full-scale military conflict. 


MAN YOUR BATTLESTATIONS! 

In Battlestations: Pacific, action and strategy are 
not mutually exclusive—you'll need both to suc- 
ceed beyond the early missions, which means 
you can't charge in headfirst nor can you sim- 
ply sit back and hope your units perform admi- 
rably. Pacific's calling card is the ability to easily 
swap between several roles, whether it's man- 
ning a fighter plane through anti-aircraft fire, 


y plane, ship, or sub, Pacific packs a strategic action punc 


repairing a damaged vessel, or using an overhead 
map screen to spot enemy formations and com- 
mand your units. 

While this delicate balance of visceral gun- 
fire and tactical plotting may not appeal to all 
gamers, Pacific is a surprisingly easy game to pick 
up, though it's an experience that still requires pa- 
tience. The game often lets you decide how to best 
attack an objective, though frequent checkpoints 
easethe pain of poor decisions. Lengthier missions 
can drag at times and unclear objectives lead to 
some confusion, but the rewarding feeling of top- 
pling that last enemy battleship or claiming the final 
island on the map makes it worth the investment of 
learning your units’ strengths and abilities. 


REWRITING HISTORY 

Not only does Pacific offer another U.S.-fo- 
cused campaign, but it also serves up a sepa- 
rate Japanese campaign that puts you in more 
than a dozen “what if” missions that depict a 
successful conquest of Hawaii. Doubling the 
campaigns makes for significantly more solo 
content than Battlestations: Midway, as well as 
many more unique units to command (includ- 
ing the vaunted Japanese kamikaze planes). 
And the multiplayer modes, playable against 
the АЛ. or other online players, keep things т- 
teresting with distinct objectives like escorting 
ships or duels between single units. 


acific might not blow many 
players away initially but look beyond the mid- 
dling graphics and fairly simplistic presentation 
and you'll find a complex and rewarding expe- 
rience that both strategy newcomers and genre 
experts with an itchy trigger finger can embrace. 
—Andrew Hayward 


PROS: Great balance of action and strategy; 
relatively accessible; lots to do. 

CONS: Occasional slow missions or murky 
objectives; visuals underwhelm at times. 


From slicing and dicing fire-wielding mutants in native Africa to government- 
issued Weapon X grunts, Wolverine proves with each stroke that he's 


undoubtedly the best at what he does. 


X-MEN ORIGINS: WOLVERINE Å 


Repetitive gameplay and graphical glitches aside, Origins is an original and enticing experience. 


м | 


m Developer; Raven # Ри 


veryone's favorite cigar-chomping, catch- 
F phrase slinging, animalistic mutant makes 
his next-gen solo debut with X-Men Origins: 
Wolverine, but when the shiny adamantium coating 
begins to tarnish, gamers are left with a simplistic 
hack-and-slash movie tie-in that can't quite match 
the titular antihero's badass attitude and image. 


SNIKT! 
To tie in with Fox's latest action-packed extrav- 
aganza, X-Men Origins: Wolverine follows the 
story of Logan, the enigmatic mutant that every- 
one and their mother knows and loves. From his 
days running with Colonel Stryker to the infamous 
Weapon X incident, Origins covers quite a bit of 
the mutant’s backstory; unfortunately, much of it 
is ground we've covered time and time again in 
past X-Men games like X2: Wolverine's Revenge 
and Marvel: Ultimate Alliance. Thankfully, the folks 
atRaven tried to pull something new with our feral 
friend but after an incredibly strong opening set 
in the ancient ruins of Africa, Origins falls victim 
to repetitive gameplay that basically boils down to 
the following formula: hack, slash, lunge, repeat. 
Don't get me wrong: Origins isn't a bad game 
by any means. You're going to be wowed the first 
time you lunge fifty feet through the air and slash 
a baddie halfway across the screen. The first time 
| fought a gargantuan golem made of molten rock 
called a Leviathan, | was grinning from ear to ear. 


However, the thrills lessened each subsequent 
time | faced the same exact creature. This is Or- 
igins' biggest fault: it has a habit of introducing 
an interesting game concept only to run it straight 
into the ground. 
"OOOH... SHINY!" 

Graphically, Origins is a mixed bag. The pre-ren- 
dered cut-scenes are simply astonishing, and Raven 
did a marvelous job with many of the main charac- 
ter models (Hugh Jackman's Wolverine is simply 
astonishing, right down to the stubble) but as the 
game progresses, it becomes increasingly obvious 
thatthe game's luster wasn't distributed equally. For 
each bump-mapped to perfection shot of Logan, 
you're going to face a blocky, lackluster Mystique or 
Wraith. For each jaw-droppingly detailed shot of un- 
tamed Africa, you're going to be met with test tube 
after identicaltesttube in the Weapon X facilities. In- 
credible amounts of slowdown when too many en- 
emies fill the screen, not to mention a terrible case 
of clipping and invisible walls, also ruins the flow of 
the fast-paced, breakneck gameplay. 

Okay, | know I've been pretty rough on Origins 
so far, but the game definitely has its redeeming 
qualities. From the ability to customize Logan's 
strengths and Mutagens as you level up to the 
amount of material laid out for fans of both the 
comics and the X-Men films, there's definitely as- 
pects that any geek will drool over. For the most 
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part, the game's animations flow fantastically and 
you can't help but feel like a badass when you un- 
leash a Claw Drill on Gambit's smug Cajun ass. 
But the trade-off is always there: for every awe- 
some moment like slashing your way through a 
room full of pissed off robots there is an equally 
tedious moment spent pushing boxes around 
and turning cranks. 


THE BEST AT WHAT HE DOES? 

Its repetitive gameplay, mundane puzzle design 
and eye-twitching platforming segments really 
cuts into Origins' fun and yet, for fans of the fran- 
chise, it's still a solid title that's worth playing 
through. It will even make the most jaded comic 
fan smirk every once in a while. However, if you're 
not a huge fan of Wolverine, I'd suggest you sink 
your claws into something else.—Will Herring 


ЖЖ 


PROS: Fun, simple hack-i 
ally impressive, for the most part. 


CONS: Slowdown, texture popping, clippin 
repetitive gameplay. 
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Some concessions had to be made to fit the Rock Band formula onto the 


PSP but Unplugged still delivers the thrills of the original. 


Rock BAND UNPLUGGED 


© BACK 


@ CHANGE CAMERA ANGLE 


_ CHANGE COLO 


The ultimate musical ensemble experience makes its portable debut, and doesn't disappoint. 


exactly how they managed it, but the super- 

stars at Harmonix were able to capture the 
rhythm-based, lighting-in-a-bottle phenomenon 
that is Rock Band and package it into an innova- 
tive portable package that is a must-own title for 
touring virtual rock stars everywhere. 


T hey did it. They actually did it. | don't know 


ONE MAN BAND 

| was a complete skeptic when | first read the an- 
nouncement for Rock Band Unplugged. Images of 
four PSP-toting gamers huddled into a circle, trad- 
ing notes via laggy wi-fi came to mind; | mean, how 
else can you make the ultimate musical ensemble 
simulation work on a portable device? Guitar Hero: 
On Tour worked extremely well as a solo effort, but 
that was largely achieved thanks to the DS' touch 
screen and microphone novelties; oh, and it also 
had that sweet peripheral as well. But the idea of 
balancing four instruments on a singular handheld 
device sounded simply overwhelming. Thankfully, 
Rock Band Unplugged captures the energy and 
musical appeal of its predecessors while also of- 
fering up something completely different. 

In the same manner as rhythm titles like Fre- 
quency and Amplitude, Unplugged gives play- 
ers the option of toggling between four separate 
tracks—bass, drums, vocals and guitar, respec- 
tively. Rather than focusing all of your energy into 
one instrument, Unplugged puts more of a fo- 


cus on micro-managing the entire performance. 
Each set of notes is locked into a bracket known 
as a phrase, and once that phrase is completed 
successfully, the selected instrument will play 
on its own for a bit, giving players the opportu- 
nity to toggle to other tracks via the shoulder but- 
tons on the fly. While this may sound hectic at first 
(and believe me, it can be) players will soon find 
themselves conducting entire songs on their own, 
achieving a fantastical unified band melody that's 
as rewarding to hear as it is to play. 


OVERDRIVE! 
Unplugged features four main modes that span an 
astonishing 41 tracks. Tour mode is all but identical 
totheonefound in Rock Вапа 2, allowing players to 
jump from city to city, collecting stars as they hire 
new staff members and make their name known 
across the globe. There's also a Quickplay mode 
forspeedy jam sessions, a Warm Up feature where 
gamers can focus on just one instrument at a time 
and a Band Survival Mode where every safety net 
is removed, and you're challenged with the task of 
managing all four tracks as long as you can. 
While Unplugged is a fresh and creative take 
on the Rock Band formula, there's no denying that 
this new direction is going to alienate some fran- 
chise veterans. While | found the rhythm-puzzle as- 
pect downright addicting, | can also see how fans 
of the series might be a bit let down. The lack of 


a multiplayer was especially disappointing. While 
thesingle player mode is more than enough to keep 
your thumbs busy, one of the pioneering aspects of 
the Rock Band franchise has always been the abil- 
ity to play with your friends. Not being able to jam 
with other "musicians" was a huge let down. 


ONE, TWO, THREE, FOUR... 

But as a rhythm game, Unplugged is a wonder- 
ful portable title. Its addictive gameplay, stunning 
visuals, and fantastic setlist make it a must-own 
for PSP gamers. Even with its multiplayer short- 
comings, an accessible Rock Band music store 
and a myriad of hard-rocking features and modes 
are more than enough to make up for any of Un- 
plugged's shortcomings. | can't help but recom- 
mend it—it's a much needed musical experience 
for the PSP.—Will Herring 


PROS: Incredibly addictive gameplay; beautiful 
visuals; fantastic setlist. 


CONS: Lack of multiplayer really dampens the 
experience; slight learning curve. 


- 


Kos 


The slingshot lets you fling blocks around the level but take the time to 
adjust your aim or you'll end up missing your intended target. 


BooM BLox BAsH PARTY 


More proof that breaking something isn't always a bad thing. 


game should be. Like Wii Sports, it was orig- 

inal, fun, and took full advantage of the Wii 
Remote's unique capabilities. The GamePro staff 
had a great time playing through it and our only 
complaint was it led to a lot of sore arm muscles. 
Bash Party is a great follow-up that adds some in- 
teresting new mechanics but really, it's just more 
of the same, which is exactly what we wanted. 


Т he original Воот Blox was everything а Wii 


Boom GOES THE... 

Bash Party builds successfully upon the founda- 
tion of the original Boom Blox by giving you more 
ways to knock stuff around. You still have access 
to various thrown objects like balls and bombs but 
you also get new toys like a slingshot that lets you 
flick objects around the hyper-color levels and vi- 
rus blocks that “infect” anything they touch. The 
developers have also expanded upon the puzzle- 
like nature of the stages; in some levels, one or 
two well-placed shots will send every block flying 
off the playing field in a Rube Goldbergian display. 
For example, in one level, | used paint balls to stra- 
tegically “paint” objects in a specific order; by do- 
ing so, | was able to initiate a chain reaction that 
cleared the board in one go. 


The physics in Bash Party are particularly im- 
pressive, with blocks falling and shifting in a re- 
alistic fashion. | realize it’s not complex stuff 
compared to other next-gen games, but in a title 
like Boom Blox, it’s an important consideration. 
The accurate physics allows you to do things 
like bank shots and angle shots, though most 
players will probably take the “fastball down 
the middle” approach. On that note, the con- 
trols are still rock solid, though your timing has 
to be spot-on or you can end up with pathetically 
weak throws. 


EVERYTHING FALLS APART 

Bash Party also has a lot of content to wade 
through with levels doled out between the 
single-player mode, multiplayer co-op, and versus 
modes. There's also an option to download levels 
using the Wi-Fi (we weren't able to try it out so 
we can't vouch for the quality of the content, but 
it's a nice feature nevertheless) and the level cre- 
ator is sure to keep enterprising players busy for a 
while. The included levels are a mixed-bag: some 
feature terrific layouts that encourage replayabil- 
ity, while others had me quitting in disgust after 
repeated failed attempts. Thankfully, you can skip 


past difficult or annoying levels by spending some 
in-game currency. 

As a multiplayer experience, Bash Party suc- 
ceeds but it's less a party and more of a social 
gathering. Because every player will want to sur- 
vey the board and line up the perfect shot or move, 
matches take on a slow and methodical pace. Still, 
it's a great title to break out when you have people 
over, especially if you're trying to keep children 
entertained; younger gamers will be enthralled by 
the visual style and the "it's okay to break stuff” 
gameplay—just be sure to firmly secure their wrist 
straps before letting them loose.—Tae K. Kim 


FUN FACTOR -- 


PROS: Same addictive charm of the original; 
new twists keep things interesting. 


CONS: Not much in the way of innovation; 
level designs aren't consistently awesome. 


Leveli3;31 


In Plants vs. Zombies, having a backyard swimming pool is awesome except when zombies are 
trying to take over your neighborhood. Put down some lily pads as you can't build on open water. 


bies is one of the more interesting takes on the 

genre that l've ever seen. It pits you against a 
horde of hilarious zombies that are threatening 
to take over your house; to keep them at bay, you 
command a vast army of plants. It may sound ri 
diculous but the game offers up a great sense of 
depth and complexity. It's ridiculously charming 
to boot, with a cute visual style and a quirky sense 
of humor. 


| love tower defense games and Plants vs Zom- 


ZomBiE-B-GON 

My favorite aspect of the game is the sheer variety 
of enemies and plant types. The zombies range 
from the classic undead shambler to hockey loving 
Zamboni drivers; there’s even one modeled after 
a certain 80s pop-star known for his sweet dance 
moves. To combat this adorable menace, you're 
given access to a greenhouse's worth of plants. 
Some more insanely useful—the sunflower, for in- 
stance, produces sun, which acts as the game's 
lone resource—while others are there more for 
comic effect than anything; truth be told, | only 
used a small handful of the plants through my en- 
tire time with the game but it was definitely fun to 
experiment and try out new plants as | acquired 
them. The gameplay moves along at a brisk pace 
and as with all tower defense games, it’s easy to 
pass a few hours without realizing it. 


FRIGHTENING FERTILIZER 

| won't say that the game is a cakewalk but it isn’t 
particularly challenging either; | never had to re- 
start a level once and I’m pretty terrible at these 
sorts of games. Still, the game offers enough 
mental stimulation that | never once grew bored 
and | happily defended my virtual home against 
the zombies up until the very end; the game does a 


great job of mixing up the gameplay as well—one 
level you're fending off zombies in your backyard 
and the next level you're up on your roof using an 
instantly generated mixed-bag of plants to keep 
the undead at bay. There are other modes avail- 
able, including a suite of mini-games and a green- 
house where you can keep a virtual garden that 
adds a nice sense of value; the game clocks in at a 
budget price point of $20, which also helps. 

Plants vs Zombies is a terrific title and | recom- 
mend it highly, especially for casual and younger 
gamers. But even hardcore types who might be 
put off by the cutesy graphics and the kid-friendly 
vibe will find something to like about this awe- 
some little title; if anything, the fact that it contains 
a zombie bobsledding team should be enough to 
sway you.—Tae K. Kim 


KNIGHTS IN THE NIGHTMARE 


that has a lot going for it: the artwork is 

downright gorgeous, the music's pleas- 
antly chilling and even the somewhat convo- 
luted story has solid legs to stand on. Sadly, the 
gameplay suffers from one of the most ridiculous 
and unrelenting learning curves l've ever seen in 
any modern tactical role-playing title. Seriously, 
the game's combat system is so challenging that 
trying to learn its nuances is like learning how to 
swim by flinging yourself into the middle of the 
ocean: chances are, you're going to drown. 

The complicated combat system tasks you 
with controlling a spirit called "The Wisp," which 
you useto directthe attacks of your characters. En- 
emies on the battlefield can only attack the Wisp, 
so it's up to the player to dodge incoming attacks 
in real time while simultaneously selecting battle 
actions. What make the game frustrating is that 
you're literally doing five things at once: select- 
ing battle items, targeting enemies, maintaining a 
proper field zone, avoiding damage and collecting 
items. You need a zen master's concentration and 
focus to clear the game, especially when the diffi- 
culty ramps up in the later levels. You have to com- 
mit yourself to the game, so if you're not the kind 
of person who likes to get deeply involved with a 
title, you might want to steer clear. 

| personally hated certain aspects of Knights 
but I’m going to keep on playing it because it's still 
a deep and satisfying title. There's plently of in- 
centive for replaying the game, since you can ac- 
cess hundreds of fallen knights, unlock content via 
the Game Boy Advance slot and replay the main 
mode with different main characters. Butthat's be- 
cause l'm crazy about Altus games in general. Ca- 
sual players and even tactical RPG fans may have 
a hard time getting used to Knights in the Night- 
mare, and | can't guarantee that the effort to learn 
the battle system will be worth it in the long run. 
—McKinley Noble 


K nights in the Nightmare is a solid DS title 


PIANIS 
ШЫГ 


| 


the tower defense genre. 


CONS: Doesn't offer manic sense of challenge 
that hardcore tower defense geeks hunger for. 
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PROS: | 
unique battle system. 


ЖЖЖЖ 


orgeous artwork; excellent graphics; 


CONS: Ridiculously steep learning curve is 
sure to crush mere mortals. 


The Letter of the Month winner 
will receive a copy of Ultimate 
Band for the Wii. Featuring songs 
by Blink 182, Fall Out Boy, The Kill- 
ers, Plain White T's, and more! 


LONG LIVE THE PLAYSTATION 2! 


| just want to say that | love my PS2. After reading your story on GamePro.com announcing that 
the console has entered its 10th year, | was amazed by the system's accomplishments: 1,800 
games, 140 million units sold, and more new games like MotorStorm on the way. It's one ofthe 
reasons | have still haven't upgraded to new hardware. While other gamers bicker about which 
console is better, l'm busy playing games on my PS2. 

Jay Sorenson- Tulsa, OK 


We hear you Jay. While we love the new experiences Xbox 360, Wii, and PS3 afford, it’s no won- 
der why PS2 finished 2008 as the most played system in America, according to the NPD. A lot 
of that has to do with how many units are in the wild, but a lot of that has to do with the fact that 
there are so many great games for the system, even to this day. Shadow of the Colossus, God 
of War l, Gran Turismo 4, Grand Theft Auto, and a slew of current sports and music games still 
make it a winner in our book. 


You will never 
destroy me! 
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THE FINAL WORD ОМ RED RINGS 

What's the verdict on the Red Ring of Death? | re- 
cently saw an article that said Microsoft has solved 
the problem, but | also still hear reports about 
consoles crapping out. Could it be these are just 
older, non-fixed models acting up now, or is the 
problem still here? Jeff Campbell—Pittsburgh, PA 


Since Microsoft has never released official num- 
bers, it's unclear if the problem has been nipped 
in the bud or not. That said, Microsoft has made 
strides to improve the reliability of new hard- 
ware, and in 2008, announced that the failure rate 
“has officially dropped.” That said, the most re- 
cent third-party examination by SquareTrade 
found that one in six machines still fail. The risk 
you run when buying an Xbox 360 to play some 
great games. 


>, XBOX 360/40 


XBOX 360 ARCADE OR PRO? 

I'm currently looking to buy an Xbox 360, but 
I'm not sure which model to get: the $199 Ar- 
cade or the $299 Pro. | like to play games like 
Halo, Prince of Persia, and | usually use a fair 
amount of save data. | wasn't sure if the Arcade 
model would have enough data to supply me, 
and | was wondering if you could give me some 
insight on the subject. Halofan160—Via Internet 


If playing and saving games is all you care about 
the Xbox 360 Arcade is a great way to go. For 
$200, the latest models come with 512mb of inter- 
nal storage space, a wireless controller, HDMI out- 
put for high definition televisions, and you can still 
play online with a paid membership to Xbox Live. 
An Arcade model will even let stream Netflix mov- 
ies. But if you like to demo games before you buy, 
not to mention downloading add-on content, and 
Xbox Live Arcade games, you'll definitely want 
the Pro model. 


Ё Dra 
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YOU FORGOT TO CATCH “ЕМ ALL 

| noticed that in your April 2009 issue, in the "The 
9 Greatest Palette-Swapped Video Game Charac- 
ters" article, you failed to mention the ultimate 
palette-swap character: Shiny Pokémon. This is 
one of the greatest palette-swaps ever because 
every single character has an alternate "sprite" 
with different coloration. Pokémon is one of Nin- 
tendo's largest franchises, and l'm surprised 
you overlooked this one. Scott P.—Phoenix, AZ 


We stand corrected, Scott. Pokémon FTW! 


XBox 360 on PS3? 


| have owned a Wii for a long time, and I’m con- 
sidering a second console to compliment my 
hardcore desires. So...should | buy an Xbox 360 
or PlayStation 3? Nick Helgeland—Via Internet 


We get asked this a lot and our advice is always 
the same. Research the features and games you 
are most interested in, both available games and 
upcoming ones, then pick the system that aligns 
more with your tastes. There’s no right answer. 
The choice is yours! 
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FEEDBACK 


Chances are I am 
nearby right now... 


WHY SUBSCRIBE TO GAMEPRO? 

After checking your website, | wondered: why 
should | subscribe to your magazine when ev- 
erything in the magazine plus maybe a mil- 
lion more things are on your website? Plus, 
the website is free, so why would the print edi- 
tion be worth it? MustafarMaster—Via Internet 


You got us there! Actually, not quite. While it's 
true that much of the content found in GamePro 
magazine makes it way to GamePro.com, we see 
both publications working together as one all-en- 
compassing beast. GamePro.com excels at su- 
per-timely reviews, previews, news, and amusing 
roundup features. It's also a terrific place to go to 
research a game (we have a terrific user review 
app that tracks pros and cons from every user- 
submitted review) or see the latest screen shots 
and videos. But subscribing to GamePro maga- 
zine has many perks, including massive cover sto- 
ries that are limited to print for a predesignated 
period of time, exclusive game previews that are 
extra-timely and can't be found online, plus oo- 
dles of exclusive industry O&As, columns, and 


features, Then there are all the normal perks of 
the magazine format, including delicious graphi- 
cal layouts by our cutting-edge design team, mas- 
sive HD screenshots, and the Feedback section! 
In short, to get the full experience, read 'em both! 


FIGHT BOREDOM WITH NEW 
GAMES 

GamePro: almost every weekend lately has been 
boring. Will you recommend a few games that 
might last me a long time, preferably ones with 
a good single-player experience and some sort 
of online mode. As a reference, the last game I 
bought was Call of Duty 4. SunFun1—Via Internet 


You've come to the right place, anonymous. How 
about House of the Dead: Overkill, MadWorld, 
Punch-Out!!, Skate 2, Star Ocean, Halo Wars, Res- 
ident Evil 5, Killzone 2, Wheelman, MLB 09: The 
Show, Flower, Rhythm Heaven, or Grand Theft 
Auto: Chinatown Wars. And that's just the tip of 
the iceberg. Good luck! 
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OTHER GREAT 2D REMAKES 

With the recent release of Street Fighter IV in all 
its glorious 2D splendor, | was wondering if other 
legendary 2D fighters might receive the same 
fantastic face lift. | don't think anyone will argue 
with me when | say that Samurai Shodown, Fa- 
tal Fury, and SNK vs. Capcom should also get 
an enhanced remake. | think starting a fight- 
ing game revolution much like the one experi- 
enced in the '90s is exactly what the PS3 and 
Xbox 360 need to bring both systems out of their 
economic slump. David Tyler—San Antonio, TX 


Not sure if fighters alone can boost the fortunes of 
Sony and Microsoft, but I’m all for more 2D versus 
games. Fortunately we have the beautiful hand- 
drawn graphics of King of Fighters XII to look 
forward to. 


Re p 
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Life-to-date worldwide 
console sales 


1. Nintendo Wii / 


54 million 


30 million 


3. PlayStation 3 


22 million 


‚ 2. Xbox 360 


2x 
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EE IS BETTER THAN 

EEN 

In your last issue, someone mentioned that teen- 
rated games are just as good as Mature-rated 
ones. | disagree. Mature-rated games offer more 
thrills like gorier explosions and more intense cut 
scenes. They're better overall. That said, | still like 
Uncharted and Wheelman, both of which are Teen- 
rated, so what do | know. KMK181—Via Internet 


My opinion: it doesn't make a difference. What 
matters is compelling gameplay, not if it's suit- 
able for children or not. As an adult, | like mature- 
themed movies just as much as the next guy, but | 
alsothink Ratatouille, which is rated "G," isthe best 


thing since sliced bread. It's the same with games. 
š = 


Which video game genre do you prefer? And how about campaign versus online? 
—TapOut NX, Via Internet 


Lady Luck responds: With exception to sports games, | like all genres. | tend to play more 
FPS (Rainbow Six), Action-Adventure (Tomb Raider), Rhythm (Guitar Hero), and Racing 
(NFS or PGR) more than anything else. But in all honesty if it looks good, I'll try it. | play 
both story mode and multiplayer, but | do play solo before | ever online, because | like to 
know the story before duking it out with others 


Send your questions to the Game Girls at GameGirl.com 


WAR WHAT IS IT GOOD FOR? 

We all know that the Entertainment Software Rat- 
ings Board can be a little annoying at times. But 
why not use mature-rated war games as a learn- 
ing tool. Why won't the ESRB simply list the rules 
of war in a game? If they included the main points 
ofthe Hague and Geneva conventions, they could 
maybe morph an M game into a Teen one by tell- 
ing younger gamers what is right and wrong. 
Am | wrong? BrainAge224—West Lafayette, IN 


That's one way to look at it. But we have enough 
Brain Age in our games. Let's just shoot to kill, eh? 


AWESOME PORTABLE SHOOTER 
| just wanted to say that Metroid Prime Hunt- 
ers is an awesome good time. Sweet con- 
trols, great online multiplayer, and voice chat 
make it a winner in my book, despite being re- 
leased three years ago. Turk182—Via Internet 


| concur. That's why our previews editor Travis 
Moses gave the game an Editors' Choice award 
with a score of 4.5 out of 5 stars upon its release. 
Good times. 


PS2 EMULATION ON PS3 

Maybel'mjuststupid,butisn'tthereanemulatorthat 
lets the PS3 play PS2 games? | thought the newest 
PS3 system update would have it but | was wrong. 
Am | missing something? Cloak666—Via Internet 


It sounds like you have a model made sometime 
after late 2007, when Sony removed backwards 
compatibility from the PS3 as a cost-cutting mea- 
sure. Only early models feature PS2 playback, 
something a system update will likely never be 
able to solve. Sorry. 


SEPARATE SCORES FOR CAMPAIGN 
AND MULTIPLAYER 

| have been a loyal GamePro reader for many 
years, and think you have set the standard for 
game reviews. That said, | think the Fun Fac- 
tor rating should include both single player and 
multiplayer sub-scores. For example, games 


7 such as Left 4 Dead and Resistance 2 have ter- 


rific multiplayer modes, but their single player 
campaigns aren't up to Bioshock standards. So 
| think having separate scores for each mode 
would help inform buyers who are looking for cer- 
tain pros and cons. Steve Anderson— Dallas, TX 


Good point. Keep in mind we always review all 
available modes of a game, even if we don't doll 
out separate scores for each. But we'll keep that in 
mind for future reviews. 


FEEDBACK 


READER REVIEWS 


s HALO WARS 

(Xbox 360) 

fd by SGT. Courtney 

& Halo Wars is a kickass 
74 game! If you are looking 
for another "run around and shoot 
enemies as fast as you can" type 
of game, you should probably wait 

for ODST to come out. However 
if you like using your brain and 

your thumbs, you should definitely 

check out Halo Wars. 


Fun Factor: Kitik 


ART ATTACK! 


This month's winner 
receives 


Schick 9 Quattro 9 
Titanium Trimmer 


The first and only razor that 
shaves, edges, and trims. 


QUATTRO, 
TITANIUM 


IMMER. 


Send us your a 
GamePro magazine * Art Attack 

501 Second Street, Suite 114 

San Francisco, CA 94107-1431 
artattack@gamepro.com 


RESIDENT EVIL 5 
(Xbox 360) 

by Redfield9 

I'm not sure why some 
cd me RES reviews are so 
jaded. Dontget mad atthe game be- 
cause you can'tstop time to change 
your weapons in real life. And if you 
have a dumb partner, then learn to 
deal with them. | don't think ВЕБ is 
as bad as some have made it out to 
be. If it ain't broke don't fix it, even 
if it's not Resident Evil 4. 


Mauricio Barrientos 
of Richmond, VA 


All art becomes the property of GamePro magazino. Sorry, we cannot return artwork. We will accept color photocopies or digital scans, 


WRITE TO US: 

Got a question or comment? Write to us with 
your name and town via e-mail: letters? 
gamepro.com or GamePro, Head2Head, 501 
2nd 8t., Ste. 114, San Francisco, CA 94107 (Be 
sure to tell us your city and state, too.) The best 
letters will be rewarded with publishing brag- 
ging rights in future issues of GamePro. 


CONNECT ONLINE: 

Go online, follow your favorite games and sys- 

tems, and sound off on breaking stories. 
GamePro.com 
Breaking, extensive, and media- 
rich coverage of the biggest 
and freshest games. Check out 
the forums, too —they're the 
Internet's best-kept secret! 


Games.net 
games wi Aggregate gaming hub for re- 


Pla bY views, original features, and 
up-to-the-second blog posts. 


| SlobsOfGaming.com 


GameGirl.com 

Girls play video games, too! 
One of the hottest sites in the 
GamePro.com network, 


OMGHalo.com e 
24/7 coverage of all things Halo. 
All hail Master Chief! 
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CRIME IS NO LAUGHING MATTER. 


BATMAN: 
ARKHAM ASYLUM 


PS3, XBox 360, PC 


When Batman falls into the Joker's trap smack dab in the depths of 
Gotham City's madhouse, he'll have to face his darkest evils and restore 
order to the Arkham Asylum prison he fought so ruthlessly to populate, 
encountering such villains as the monstrous Killer Croc, serial killer 
Victor Zsasz, the infamous Joker, and his pseudo girlfriend Harley 
Quinn. The free-flow combat is blistering fast with bone-crunching kicks 
and punches, and the optional stealthy play style feels true to the high- 
gliding, gadget-laden Batman mythos. 


TO BE NUMBER ONE, 
YOU HAVE ТО PLAY NUMBER ONE. 


Compete against the best in the #1 standing Sharpen up your skills with Challenge yourself in the online and 


tennis franchise, which includes 12 Court Games such as offline World Tour Mode while customizing 
the official Davis Cup by BNP Paribas license. Pot Shot and Pirate Wars. your character with over 800 shop items. 
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ASYLUM 


PLAYSTATION 


| COMPUTER ENTERTAINMENT SYSTEM 


For Screens and Video Visit WWW.BATMANARKHAMASYLUM.COM 
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Our goal iS to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping ош папу capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone Selling releases from 
this Site please do not support them and do let us know: 


Thank you! 


